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Welcome 

to another gigantic 
colourful dreamsome 


types then end them once and for 
all - show them page 75. 

Super Action is working on your 
behalf to help you make the most of 
THE advanced electronic 
gaming system 
Super Nintendo. 


elcome to best and 
me m J BIGGEST Super 
M M Nintendo magazine - 

Super Action. 

This month weVe got a preview of 
the game that everybody is clam¬ 
ouring to get hold of - Starfox, the 
first Super FX game that is set to 
herald the Super Nintendo gaming 
revolution. Check it out on page 90, 
along with some Super FX chip 
facts and become a part of your 
machine’s evolution. 

On the same score, stay tuned next 
month when we will bring you news 
of the second prong of Nintendo’s 
electronic advancement - the CD 
ROM (pictured below). 

We’ll tell you what it is, what it does 
|■|^■||^■||■|■ and when you 
get eager 
mitts on it. You 
W are witnessing 

1 home entertain- 

ment history and 


Super Action will keep you posted 
all the way. 

We are constantly striving to better 
ourselves, keeping us one step 
ahead of the competition. Bringing 
you the best reviews, previews, up 
to date news and features so you 
can keep your head above the rising 
tide of misinformation and rumour 
that floods the Super Nintendo 
scene daily. If you don’t believe us 
why not find out which is the ^ 
best custom joypad to own on H 
page 60 or if you can’t work I 
out which RPG to lash out 
on then take a look at ^ 'Jik 

page 67. If you are 
still getting 

embroiled in / 

discussions __ 

about the ben- ► 

efits of owning 
a Super 
Nintendo by 
persistent Sega 
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^hefiUfs something new and exciting in 

the worid of Super Nintendo, We’ll 

help you keep your finger on the pulse. 


Rei/ieujsl 


Harley’s Humongous Adventure 

Pint-sized fun with the magnificent midget ... 16 

King Arthur’s World 

Puzzlesome fun with the crazy king . 20 

Rushing Beat Run 

Rival turf by another name is still as sweet . 24 

Super Goal 

The international soccer challenge . 2o 

Pocky & Rocky 

A racoon and his buddy take on evil . 32 

California Games ? 

Gnarly dude! Speak like a geek for surf fun . 36 

Monopoly 

The best selling board game ever . 40 

Clue 

Turn detective to deduce the dastardly villain. 

^^>4 Hunt For Red October 

lt*s a film, a book ~ and now a cure for insomnia.. 48 

HLXJ«L Jeopardy 

Trivial pursuits for craay Americans.. .. ..jH 

rcFurs ^ ' _ _ 

Show off your moves and beat up your pals. .....56 

Blues Brothers 

Soulful frolics with pork pie hats... . oO 


Super Deck 

form Hornby this nmnth 
nch of the Super Deck the 

8 bit NES convertor. Play all your old 
^mes and see a whole new library of 
gunes open up tefore your very eyes. 
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T^iere are so miomf joypads and joysticks out 
there it’s like a Jungle. Don’t spend 

a penny until youVe read this. 


hosts, gpblih^and blokes in capes abound 
in the best guide to RPGs ever. 

. Which is best, which to avoid and which 

witch is worst. 


'his month 


we preview 
I Electronic Arts' latest foray 
into Super Nintendo gaming. 
This promises to be one of the 
best titles ever and you would 
be a mad, mixed up fool to 
miss it. This one is causing a lot 
of excitement in America at the 
moment, as it just happens to 
_ be the latest game from 
the team who brought 
you Toeiam and Earl. 

I The graphical style and 
spBI humour are there, but 
Wjjmy the gameplay is a 
/ whole new kettle of 
ball games. Lots of 
^ platforms, lots of action 

^ ^ and a fair old bit of 

§ blasting action. At least 

^ ^ they know what we 

\ really want from a 

\ game. We also take an 


from science, we give you the answer. 


BOB*.. 

Starfox.. 
Robocod 


Barry Diablo 

the d:^ pops out of the crypt to 
heip~*iut gamers and print their 

handy tips. 


I I in-depth look at the 
J most important new 
/ Super NES name, 
Starfox. We tell you 
everything there is to know 
in this exclusive and red hot 
preview. It's all happening this 
month kids and it you don't 
catch the Super Action Express, 
you'll miss the ride of a life- 
Hme. Don't say we didn't blim- 
min' warn you. 


4 W^ Bill and Ben*s 
Poison Pen 

f^t inforpnative space cadets in the his¬ 
tory of the Universe answer all 

your questions and act hard. 





fh4«3adi1ixe lys Sn€S 



y 

The'question to end all questions. Which 
macMlie is best. With a little help 
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NINTENDO ANNOUNCE 
RECORD YEAR 


N intendo just seem to go from 
strength to strength. Last 
year Sega seemed to be in 
an unshakeable position at the top 
of the 16 bit pile. The Megadrive 
however, has suffered badly in the 
United States since the launch of 
the Super Nintendo. 

Latest figures claim that Nintendo now 
have a massive 70 per cent share of the 
American 16 bit games market. Sega have 
as yet made no claim to the contrary. This 
bodes well for Nintendo, who seemed at 
first to be struggling against the huge 
installed Megadrive user base. 

One factor that may have helped is the 
relaxing of usually tight software release 
schedules. New Super Nintendo releases 
now outnumber those for the Megadrive by 
two to one and although the Megadrive 
market is still very healthy, it is definitely 
slowing down. 

In Britain, the story is very similar. At 


first glance, it would seem that the Super Nintendo is 
lagging way behind the Megadrive, with well over a 
million Sega machines in British homes. 

The Super NES is currently sitting happily in front 
of 700,000 UK tellies. 

What this figure doesn't tell you is that the Super 
NES has only been on sale since last April, while the 
Megadrive has been available for well over two years. 

Bearing that fact in mind, the Super NES is actually sell¬ 
ing twice as well as the Megadrive. 

There's a long way to go however and it may well 
be a two horse race all the way. Sega definitely have a 
32 bit machine in the pipeline, as well as the Mega CD 2 
- a move which may alienate rather than attract potential 
customers. Even Atari hope to make a dent in this market 
when they launch the long awaited and probably ill fated 
Jaguar. 

Nintendo will definitely announce the full specifications 
of the Super CD ROM at the forthcoming Summer Consumer 
Electronics Show in Chicago. Between now and then however, 
Nintendo will almost certainly alter the specifications further. 

All in all, it'll be a fun-packed, yet strangely spooky year for 
Super NES owners. 
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THE WHOLE WORLD IN 
yOllR HANDS 

• ^ ^ V^absolutely brilliant Sim Cil 


Create a planet that suits you. 
God never had it this easy 


The Living Planet 


O ne of the first Super 
Nintendo releases was the 
absolutely brilliant Sim City. 
So for those of you who couldn't 
get enough of those megalomania- 
cal thrills and spills, FCI are about 
to unleash Sim Earth. This takes the 
basic principle of Sim City one step 
further and gives you total control 
of an entire planet. 

Sim City at least gave you a platform 
from which to start, with the rudiments of 
a city and a pile of money with which to 
build it. Sim Earth, however, gives you no 
such initial help. 

Sim Earth is a real God simulator. 
You start with nothing but power and from 
that point onward, you must create the 
perfect planet. You have control over the 


elements, the geological features of the 
planet and the species that inhabit it. 

Environment plays a big part in the 
proceedings and you can alter the shape 
of the world by causing earthquakes, lev¬ 
elling mountains and raising plateaus at 
will. 

It's up to you to create the perfect 
surroundings for animals to prosper. 

Like God, you can create intelligent 
life, but it doesn't have to be human. Why 
not give kangaroos intelligence and see if 
they can make a better job of civilisation 
than we have? 

Let's face it, they couldn't do much 
worse than man. 

The eight Meg cart has battery back 
up and will almost certainly be reviewed in 
the next issue of Super Action. 



















VIRTUAL REALITY 
STEPS CLOSER 


T he new Super FX chip has 
obvious applications when it 
comes to virtual reality. All it 
lacked was some kind of headset. 
Until now with the launch of a 
stunning new piece of hardware - 
Virtual Vision. 

This, the manufacturers tell us, is the 
greatest innovation in TV technology since 
the invention of colour. 

To a certain extent 
we have to agree, for 
Virtual, Vision is absolute¬ 
ly stunning. 

The main unit looks 
a little like a pair of high 
tech ski goggles. Indeed, 
you put them on as you 
would a pair of sunglass¬ 
es, adjusting them to fit 
your head. Comfort is a 
very important aspect of 
this system. 

The headset is 
attached by cable to a 
compact, yet heavy, 
tuner. This carries the bat¬ 
teries and most of the TV controls. Turn it 
on, tune in and, ahem, drop out. 

Now comes the weird part. The TV 
picture you see in front of your eyes is not a 
couple of inches across, but around 50 
inches. How? This is no Tardis, but a simple 
and stunningly effective optical illusion. 


The image you see is reflected from a tiny 
LCD screen at a precise angle onto the 
visor's perspex surface. It appears about 10 
feet away and very large indeed. It really 
works. The picture is crisp and clear and, as 
long as you pay attention, it remains per¬ 
fect. The one slight problem is that if you 
focus elsewhere, the image becomes slightly 
transparent. However, even long term use 
causes none of the prob¬ 
lems associated with 
other "close up" monitor 
systems, such as 
headaches and focus 
problems. It works like a 
dream. 

Headphones are 
built into the unit at a 
sensible and comfortable 
location and the tuner 
clips neatly to a belt, and 
is just small enough to 
slip into most pockets. 
Standard A/V inputs are 
built in and Super NES 
owners can plug their 
machine in via the multi- 
out port, with one cheap and readily avail¬ 
able cable. 

At the time of writing the Virtual Vision 
headset is just becoming available through 
specialist mail order outlets in the United 
States, with a recommended price point of 
(gulp) £500. 



Light, efficient, it’s just a 
shame we can’t show you how 
the picture looks 


SUPER RPG 
IS FOR TWO! 

C ulture Brain are all set to release Super Ninja Boy 
and from what we can gather it might well be 
one to watch out for. 

Super Ninja Boy is an action-based role playing game, with 
elements of both Nintendo's Zelda and Konami's Mystical Ninja. 
The main difference between this and other role playing games is 
the fact that you can have two players rushing around at once. 
Teamwork, it seems, is essential. 

It's extremely cartoony in style and the perspective changes 
throughout from Zeldaesque overhead scrolling to side-on platform 
laffs. Battles also take on two forms. Action and adventure is there¬ 
fore combined. 

Fighting some baddies takes you to a statistic-filled screen 
and it comes down to luck and previous achievement. You may 
have seen this kind of combat in games such as Wanderers from 
Ys and Final Fantasy. Most of the critters you encounter, however, 
can be dispatched using more conventional means. Just jump 
around and shoot the blighters. 

The adventure is very large in scope and should be a doozy 
to complete. Quite how it fares against the competition remains to 
be seen. As soon as we know you'll be told. 



THE ULTIMATE ADVENTURE? 


T he Ultima series of games 
have been absolutely massive. 
Every single one has sold thou¬ 
sands upon thousands of copies 
and so far there seem to have 
been about five million sequels. 

Ultima is about to get an airing on the 
Super Nintendo in the guise of Ultima - The 
False Prophet. 

This was one of the biggest sellers in 
its PC incarnation and there's no reason 
why the Super NES version shouldn't repeat 


that success. It is being handled by FCI, 
whose past record has been perfectly 
respectable. 

You take charge of Lord British as he 
attempts to save Britannia from an 
onslaught of evil. You'll have to battle gar¬ 
goyles, defeat dragons and fight armies of 
undead warriors. You'll be OK as long as 
you eat your Weetabix. 

To complete the game, even going 
straight through with a complete solution, 
would take over 100 hours. Just imagine 


how long it would be 
if you're as clueless 
as us. This is an eight 
Meq cart and it is 
BIG! 

The RPG stuff is 
probably a bit heav¬ 
ier than Super NES 
gamers are used to - 

there's no doubting the scale of the chal¬ 
lenge. There'll be a full review as soon as 
we lay hands on it. 



a P R I L ’93 

SUPER acTion 


7 





































‘Nintendo’, ‘NES’, ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 




COLD ’N' CRAZY 


T alto's Hit, The Ice, promises to be the best ice hock¬ 
ey simulation available for the Super NES. Rather 
than opting for the usual vertically scrolling 
approach, Taito have gone for a rather off the wall 
version of the sport. 

It scrolls horizontally and features the largest sprites of any 
Hockey game seen so far. As we are all no doubt aware, ice hock¬ 
ey can be a touch rough at times and this violent aspect has been 
perfectly recreated in this cartridge. 


Oh yes, lots of ice, lots of violence and plenty of action 


It's actually a conversion of a Williams coin-op, but has been 
considerably enhanced since its arcade incarnation. Wacky barely 
begins to describe the magnitude of weirdness present. It starts off 
odd, and it just gets stranger. If brutal hockey players weren't 
enough, just try tackling a giant octopus. Seriously. 

It wouldn't be ice hockey if it didn't include scraps, and 
there's no lack of fisticuffs in this game. When two players are 
involved in a dodgy tackle, the "camera" zooms in for a close up 
as you try to punch your way out of trouble. Look out for it in the 
next couple of months. 



NEW MARIO GAME 

SOON! 


D on't get too excited dudes, 
it's on educational title from 
Mindscape and it's called 
Mario Is Missing. The game has 
been happily approved by 
Nintendo for conversion to IBM PC 
and other computer formats, but 
Mindscape recently announced that 
it would appear on the Super NES. 

The story goes something like this... 
Bowser, the dastardly King of the Koopa 
Kids, has been nicking jewellery, turning the 


world upside down and generally being a 
right pain in the bottom. Now he's gone a 
bit too far and kidnapped Mario. This 
means trouble. 

The only person capable of rescuing 
our hero is his brother, Luigi. You must help 
Luigi solve a variety of brain teasing (if 
you're under twelve) puzzles and track 
Bowser as he scoots around the world. Cool 
animation and amazing music should keep 
younger players occupied, at least until 
Mario 5 arrives... 


YOU'D BinER HOT 00 OUT AHER DARIU 


O r Draclier will get you! 
Bram Stoker's Droculo was 
a massive smash hit in cine¬ 
mas both here and in the States 
and it comes as no surprise to dis¬ 
cover that a Super NES game is in 
the pipeline. It's from Sony 
Imagesoft and it's nearly complete. 

We've seen the game up and running 
and it takes the form of a horizontally 
scrolling arcade adventure. You are 
Jonathan Marker, the weedy and pathetic 
fiancee of Drac's fave babe - not a good 
thing to be. 


During the day you can rush around 
collecting the tools and weapons you'll need 
in order to deliver your bird from the clutch¬ 
es of the Prince of Darkness. But at night 
you'll be no more than an animated piece 
of black pudding, entirely at Drac's mercy. 

Watch out for fog, bats and wolves. 
These things may look innocent apart from 
the wolves, but they could well be Dracula 
in disguise. 

Frankly, Jonathan Marker is a duff 
choice of hero and it might have been better 
if you'd been able to control Drac himself, 
or even the bloke who eats the cockroaches. 
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The Prince of 

Darkness is on the 

9 

prowl. Can you man¬ 
age to stop him? 
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PAL VERSIO 


G. I. Ant"* is a soldier ant. He's extremely clever, and hishly trained in 
tactical manoeuvres. What's more he's extraordinarily strong and 
super smart! His latest mission is to gain access to the crazy world of 
Captain Rat's Treasure Caves. Very straishtforward..*NOTf 

You see, this particular cave is a tunnel entrance to Domino Domain - a mini-world 
comprised of nine different continents. G.I. must negotiate many screens of 

mind-teasing problems. Each level has a door 
|||^pi|p||Hip|||Hi^B|n to the next. To open the door, the "Trigger" 

domino-block must be felled by causing a 
jpi I chain reaction with all of the other domino- 

I Pretty easy...NOT! 


Ocean Software Limited 2 Castle Street Castlefield Manchester M3 4LZ 


D 1992 RED RAT SOFTWARE/ OCEAN SOFTWARE LIMITED 





















‘Nintendo’, ‘NES’, ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 



BRIGHf YELLOW PERIL 


W hat's yellow, shaped like 
a jelly and capable of just 
over 200 mph? A 
Lamborghini Diablo. Twin turbos. 
Several hundred horsepower thun¬ 
dering away under a boron bon¬ 
net. Not so much a car, more a 
bomb on wheels. 

Titus, those wacky French funsters, 
have just announced the imminent arrival of 
Lamborghini - American Challenge, a 
brand new racing game with Lamborghini's 
official endorsement. 

Foregoing the visual drama of mode 
seven, Titus have opted for a more tradition¬ 


al approach and graphically at least, this 
looks very similar to a Titus Amiga title. 
Crazy Cars. Coincidence? We think not. 

Apart from getting the chance to race 
one of the world's most expensive racing 
cars at dangerous speeds, you can also bet 
money on your own performance which is 
one way to earn enough cash to enter tour¬ 
naments and customise your vehicle. 

Quite what you can do to improve a 
Lamborghini Diablo is as yet unclear. We'll 
have to wait and see.What we do know, 
however, is that this game will feature two 
player, simultaneous, super fast action. 
We'll keep you posted. 


Very fast, very attractive and very 
expensive. And that’s just the game 



LINE UP FOR 
BIG BAHLE 

W ar. We know it's mad. We know it's bad. But 
we just can't get enough of it. The media, it 
seems, are obsessed with war. Well now's 
your chance to start one and finish one and all in an 
extremely realistic, albeit safe and remote, fashion. 

Super Conflict, from Vic Tokai, is almost upon us. It's a very 
strategic, very complicated and very attractive strategy game. There 
is a great deal of thought required and absolutely no scope for fast 
blasting or reflex-related mirth. Chess players, line up here please. 

There are a massive 55 scenarios to choose from, each with an 
infinite range of possibilities. This is another 8 Meg cart, so we are 
talking loads of very involved gameplay. Moreover, being a Super 
Nintendo game it won't be without its graphical thrills. 

Certain actions are animated in some very nice looking win¬ 
dows and can be viewed from either your or your opponent's front 
line. This one should give our already aching brains some real trou¬ 
ble when it arrives, so hang fire until we get a copy for review. 



It’s not everyone’s cup of tea, but some of you will love it 


BARCODE iMAilAS! 

T he weirdest thing we've seen this month must be than others, a fact which led to a specific 

the Barcode Battler. This brand new handheld brand of noodles selling out in Japan. The 

game from Tomy will be arriving in British shops barcode on the packaging was worth tons 

very shortly. Its been on sale in Japan for quite some of points. 

time now and it's already reached epidemic propor- A Super NES version of the Barcode 

tions over there. Battler is nearing completion. Why? We're 

But what is it? To tell you the truth, even with a machine and not sure, but if you want to try one out, 

English instructions in front of us, we still aren't too sure. We know we'll give away a free Barcode Battler to 

what it does, we're just not sure why. the best picture of Super Action Man, your 

The compact handheld has a large LCD screen on the front design for a Super Action super hero. Send 

and a narrow slot at the top. Turn it on and you are presented with your entries to: 

a less than spectacular array of numbers. This is a weird mixture Super Action 

of adventure game and strategic puzzle and it's for one or two Barcode Compo, 

players. Europress Interactive 

You can increase your potential and actual abilities by swip- 
ing barcodes through the slot. Certain barcodes are worth more 
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THE IDEAL 
ELECTRONIC 
GAMES SHOW 

25-28 MARCH 
EARLS COURT 2 


You want to see all the best in games hardware 
and software? 

You want to try out all the latest games for 
computers, consoles and hand-helds? 

You want to know what's happening in the games market? 

You want to be at the Ideal Electronic Games Show, Earls Court, 
March 25th - 28th. The most exciting games in Britain's most exciting 
venue. And if you want to be sure of getting tickets and beating the 
queues, all you have to do is post the coupon or telephone the credit 
card hotline on 0733 890155. 

The Ideal Electronic Games Show. What more do you want? 


Daily ioci. mail 


home p>lias 

EARLS COURT, UONOOIST 
18 IVIARCH - 12 ARRIL 1S^S>3 

OA.ILY IE>EA.L HOIVIE EXHIBITION 


SPONSORED BY 

mro ouroPREss 


Name ... 
Address 


Post Code 


Number of tickets required . 

Ticket prices - £7.00 adults, £4.00 under 16, £4.00 
senior citizens. 

Please make cheques payable to Angex Limited and 
crossed "& Co". 

Send to: Ideal Electronic Games Show Tickets, 9 Flag 
Business Exchange, Peterborough PEI 5TX. 
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you CAN GET SOME - 

IN yOSHI’S KITCHEN^ 

. .. “ 


,et ready any potential gal- 
iloping gourmets. Yoshi, 
^Mario's Jurasssic pal, has 
turned up in a game name in his 
own right. Yoshi's Cookie is a new 
release from Bullet-Proof Software, 
the people who brought you Faceball 
2000, and features Yoshi and Mario in 
a kooky cookie adventure. It's a Tetris 
style game where you have to 
arrange cookies, that's biscuits to 
you and me, so that they disap¬ 
pear in lines, with an increasing 
difficulty level. 

Despite the title, the main player is 
Mario who tries his darndest to sort those 
cookies - with little or no help from the mischie¬ 
vous dinosaur. 

The game has ten rounds and each one of 
these has ten stages, you can play all on your lone¬ 
some Vs the computer, and it even has an amazing 
two player mode so you can challenge a pal. 



OOPS! 

O ur apologies to Infogrames 
for our erroneous review of 
Drakkhen a couple of issues 
back. We then claimed it was a 
Kemco Seika product, which 
indeed it is in America, but is han¬ 
dled by Infogrames over here in 
good old Blighty. Also the official 
price is £49.99 and not a penny 
more, nor less. 


Yoshi in bizarre cookie/dinosaur/ 
Mario love triangle. Or something 
like that 






THE AMAZING SUPER ACTION 


IB 


1. SUPER MARIO KART 
Nintendo 

2. BART'S NIGHTMARE 
Acclaim 

3. PILOTWINGS 
Nintendo 

4. ZELDA 3 
Nintendo 

5. SPIDERMAN AND THE X-MEN 
UN 

6. SUPER GHOULS & GHOSTS 
Copcom 

7. AXELAY 
Konami 

8. SUPER MARIO WORLD 
Nintendo 

9. SUPER SOCCER 
Nintendo 

10. SUPER WWF WRESTLEMANIA 
UN 
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11. SUPER PROBOTECTOR mJI 

Konami ___ 

12. DRAGON'S LAIR MB 

Elite 

13. SIM CITY 
Nintendo 

14. STREETFIGHTER 2 i 

Capcom 

15. SUPER TENNIS 
Nintendo 

16. SUPER KICK OFF 
Imagineer 

17. EXHAUST HEAT 
Ocean 

18. F-ZERO 
Nintendo 

19. SUPER SMASH TV > 

Acclaim 

20. KRUSTY'S SUPER FUNHOUSE 
Acclaim 









































ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW 1J\NE-H0RSF0RTH 
.EEDS LS1S ADF 

pmyEE sizzLimiYnoT um 


LOW LOW PRICES - ALL THE LATEST GAMES & MACHINES 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY. OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL. 


ZAP HOURS: 9am-7pm 


OPEN 


DAYS A 
^WEEK, 



US SUPER ms 

+ GAM or YOUR CHOICE 

mo £>-| Q.99 

£42.99 



NEO-GEO 


PAL OR 
SCART 


£279 


.99 

(+pafP) 



MEGADRIVE 

some icl09*?2 



wf CALL! 


SUPER NES 


Our premises are bulging with games, so if you 
don't see what you want do not despair Just call! 
All Postal orders and credit card purchases will be 
whisked to you the same day. All prices subject to 
change and availability. Post and packaging > 
Games £1.50 - Handhelds £5 - Consoles £7.50 


^^UPER NES 


STAR WARS . £54.99 

MICKEY’S MYSTIC QUEST . £49.99 

STREET FIGHTER II . £54.99 

J MADDEIY 93 . £44.99 

IVHLPA 93 . £44.99 

MARIO KART . £43.99 

FATAL FURY. . £49.99 

DESERT STRIKE . £44.99 

RANMA V2 II . CALL 

FATAL FURY . CALL 

CYBERIYATOR . CALL 

ALIEM lU. . CALL 

ALIEN vs PREDATOR . CALL 

WARP SPEED . £44.99 

TINY TOONS . CALL 

COMRATRIRES . CALL 

TERMINATOR II . CALL 

SPIDERMAN . £42.99 

OUT OF THIS WORLD . £44.99 

NCAA BASKETBALL . £44.99 

ZELDA III . £39.99 

ACTRAISER . £39.99 

FACE BALL 2000 . £39.99 

SOUL BLADER . £44.99 

COOL WORLD . CALL 

ROAD RUNNER . £44.99 

CHUCK ROCK . £39.99 

KING OF THE MONSTERS . £39.99 

POWER MOVES . £42.99 

LEMMINGS . £39.99 

ROBOCOPII . £34.99 

BEST OF THE BEST . £43.99 

BLAZE ON . £34.99 

SUPER ALESTE . £39.99 

WORLD LEAGUE SOCCER . £36.99 

SIM CITY . £39.99 

AXELAY. . £49.99 

IMPERRJM . £34.99 

K A BLOOEY . £34.99 

SUPER PLAY ACTION FOOTBALL . £37.99 

RACE DRIVIN THQ . £37.99 

RAMPART . £37.99 

BART’S NIGHTMARE . £41.99 

MAGIC SWORD . £34.99 

PRINCE OF PERSIA . £44.99 

GUNFORCE . £37.99 

WINGS II . £43.99 

GHOULS & GHOSTS . £39.99 

SUPER BATTLE TANK . £39.99 

KRUS'TY’S FUN HOUSE . £39.99 

CONTRA HI . £39.99 

Q-BERT 3 . £34.99 

POPULOUS . £39.99 

HOOK . £39.99 

SKULJAGGER . £39.99 

CASTLEVANIA . £39.99 

EQUINOX . CALL 

MYSTICAL NINJA . £39.99 

ROAD RIOT . £39.99 

PHALANX . £39.99 

DOUBLE DRAGON . £44.99 

JIMMY CONNORS TENNIS . £44.99 

STRIKE GUNNER . £39.99 

NIGEL MANSELL GRAND PRIX . CALL 

AMAZING TENNIS . £39.99 

LOST VIKINGS . £44.99 

DRAGON’S LAIR . £44.99 

HARLEY’S HUMONGOUS 

ADVENTURE . £44.99 

MONOPOLY. . £44.99 

CLUEDO . £44.99 

UN SQUADRON . £41.99 

WING COMMANDER . £49.99 

SUPER NBA . £44.99 

CALIFORNIA GAMES II . £39.99 


NBA ALL STAR CHALLENGE . £39.99 

GRADRfS III . £36.99 

WAYNE’S WORLD .C4LL 

FVO . CALL 

SUPER CONFLICT . CALL 

ININDO . CALL 

FOOTBALL FURY . CALL 

FIRST SAMURAI . CALL 

SUPER STRIKE EAGLE . CALL * 

HIT THE ICE . CALL 

TOYS . CALL 

SIM EARTH . CALL 

TOM AND JERRY . CALL 

STREET COMBAT. . CALL 

DUNGEON MASTER . CALL 

HUNT FOR RED OCTOBER . £42.99 


(^FAMICOM 


JAPAN 


STAR FOX . CALL 

STAR IP/IRS. £49.99 

TINY TOONS . £49.99 

RUSHING BEAT II . £49.99 

FI EXHAUST HEAT II . CALL 

RANMA i/2 II . £49.99 

COMBATRIBES . £49.99 

HUMAN RACING . £49.99 

KING OF RALLIES . £49.99 

STREET FIGHTER II . £54.99 

FATAL FURY. . £49.99 

PARODIUS . £49.99 

2020 BASEBALL . CALL 

BA'TTLE TECH . CALL 

NAXAT SUPER PINBALL . £44.99 A 

FI GRAND PRIX PART II . CALL 

BATMAN RETURNS . CAIE 

FI EXHAUST II . CALL 

POP N’ TWIN BEE . CALL 

NOSFERAT U . CALL 

DEVASTATOR . CALL 

JUNGLE WARS . CALL 

BIO METAL . CALL 

FORTRESS OF FURY . CALL 

ASSAULT SUIT WALKEN . £49.99 A 

SUPER KICK BOXING . CALLJ 

BATTLE GRAND PRIX . £33.99^ 

SUPER FI CIRCUS . £33.99 

ADVENTURE ISLAND . £29.99 

DINOSAURS . £29.99 

PSYCHO DREAM . CALL 

SOLSTICE II . CALL 

TOP RACER II . CALL 

VIDEO KIDS . CALL 

SUPER DUNK STAR . CALL 

INTERNATIONAL TENNIS TOUR . CALL 

YOSHI’S COOKIE . CALL 

DEAD DANCE . CALL 


• ^FAMICOM JAPA^^ 

BLUES BROTHERS . CALL 

METAL MAX II . CALL 

VIEWPOINT . CALL 

FATAL FURY II . CALL 

SIDE KICKER SOCCER . CALL 

SENGOKUII . CALL 

ART OF FIGHTING . £175.00 

WORLD HEROES . £139.99 

BASEBALL STARS II . £129.99 

KING OF THE MONSTERS II . £ 129.99 

THRASH HALLEY . £119.99 

LAST RESORT . £129.99 

ROBO ARMY. . £ 119.99 

SENGOKU . £119.99 

MUTATION NATION . £ 119.99 

SOCCER BRAWL . £119.99 

ANDRO DUNOS . £129.99 

EIGHTMAN . £125.00 

GHOST PILOT . £95.00 

SUPER SPY. . £95.00 

BURNING FIGHT . £95.00 

CROSS SWORDS . £95.00 

FOOTBALL FRENZY. . £125.00 

ASOII . £95.00 

KING OF THE MONSTERS . £95.00 

MAGICIAN LORD . £95.00 


2020 BASEBALL . 

.. £95.00 

NAM 75 . 

. £65.00 

BLUES JOURNEY . 

.. £65.00 

BASEBALL . 

. £65.00 

CYBERLIP . 

.. £65.00 

i nnwi riMn 

. . £65.00 

TOP PLAYERS GOLF . 

. . £65.00 

MEMORY CARD . 

. £20.00 

JOYSTICK . 



JOYPAD . CALL 

INFRARED STICK . CALL 



8? SAID OUH BANK 



NAME 


ADDRESS 


ORDER FORM 

Send to this address; 

ZAP 

TECHNO HOUSE 
LOW LANE, HORSFORTH 

LEEDS LS18 4DF - 

Please rush me the following IikEPH . ONE Ng ^ 


CUT HERE , 


POSTCODE 


ITEM 

PRICE 

POST/P 

TOTAL 


























Please make cheques/PO’s 


GRAND TOTAL 


Credit card number 


Expiry Date 


□ 

Cheque 


□ 

Credit Card 


□ 

Postal 

Order 



Post and packaging - Games £1.50 - Handhelds £5 - Consoles £7.50 









































































































































































































































IWIOMTHLY COMPETITION 

Each title purchased from us puts you into 
our monthly draw to win £100 worth of soft¬ 
ware of your choice!!! 

Plus, each console purchased enters you 3 
times. Winners will be notified by letter. 


Gamepro 
Alhambra House, 

27 Charing Cross Road 
Condon WC2H OAU 


NEO GFX) 


USA supe:r 

NINTENDO 


AIJI N 3 

AMliRK.AN (.LADIATORS 
AXfJAY 

BARTS NK.IITMARi: 

( AWOM MVP F(K)TBAI.I. 
f:ASTI.E\ AMA IV 
< HI T K R(K K 
( ONTRA 3 
(YBIRNATOR 
DFATII VAI.I.F.Y RAMA 
I)I.SI RI STRIKF 
FQITNOX 
fiODS 

IRFM SKINS C,<)I.F 
JOF & MAC 
LFMMINCfS 
MARK)KART 
MECH WARRIOR 
MIC KFY’S Ql ES I 
MYST IC AI NINJA 
NHI.PA HOC KEY ‘)3 
on OF THIS VSORI I) 

PRINi:i: OF PERSIA 
SPAC emi-c.aforc f 
STAR FOX 
STTIEFTFIC.HT I R i 
SI PER COMBAFRIBES 
SI PER C.HOI I.S & C.IIOSIS 
SI PER NBA BASKI IHMl 
SI PER SCK C ER C HAMP 
SI PER STAR WARS 
SI PEH^reiKF FAC.I F 
SI PERmN 

TFRMINAW>K 2: ARC ADI 
TERMINATOR 2: jri)Cil MI NT C Al t 
HNY rCX)NS 4 t.')3 

TOM « JERRY C AFF 

TOPC.EAR *2.93 

TOYS CAFF 

n RTFES IN HME IN 42.9S 

I N SC^I ADRON *2.9S 

/EFDA 3 

JAP SUPER NINTENDO ^ per advantac.i 

AI TEN Vs PREDATOR C All TOP FICillTEa JOYSTTC K 

BAC K TO Till FT IT HI C AH C.AMFBOY + GAME 

BAT M AN RETT RNS i‘).93 

BATn.F EEC 11 C Al l 

BATTFETOADS C AI I 

DEAD DANCE CAM 

EATAI FI RY 

RANMA 1/2 m.93 

RXNMA 1/2 PART 2 39.93 

ST AR FOX Co.93 

TOPRACFR2 C AI I 

2020 BASFBAII V 19.93 


NAM I9*"3 
NINJA C OMBAT 
SI NC.OKI 


We have 
many 
other 
items in 
stock,so if 
you don't 
see the 
game you 
want - 
CALL!!! 

A pick up 
facility is 
also avail¬ 
able for 
customers 
placing 
orders. 
Orders 
must be 
placed by 
telephone 
at least an 
hour prior 
to 

collection. 


SENCiOKY 2 

SIDE KIC K SOCK C I R 


WORFD HEROES 

»2.93 
C AM 
♦9.93 
42.93 

42.«;a BATTFIFOADS 

♦3.93 blI' ES BRCrnil RS 

♦ JOF MAC 

♦ 1.93 
C Al l 

KRl STVS IT NHOI SI 
C Al I FOONFY IT NES 

♦ 2.93 PRINC E OI PERSIA 

CAFF ST.\R\x\RS 


GAMEBOY 


HARDWARE 


ISA/JAP C.AMI S ADAPIOR 
(WORKS WITH SI AR WARS) 

I S SI PERNINTI NDOSC ARI 
RFPI-AC EMEM PADS 
ASC I JOYPAD 


NEOCiEOl K 


POSTAGE & PAC KINC 


ADAFFORS 


SNES C'.ONSOLF 
NEO CiEO CONSd. 
JOYSTTC KS 


Please make cheques/pc»stal 
orders to: GAMEPRO 


1 ITEM 

cost} 







1 TOTAL 




I-iiUT 


WANT ALL THE BEST RELEASES AT A 
PRICE YOU'LL LIKE? THEN SWAP 
YOUR GAMES FOR JUST £2 INC P&P 


UK GAMES ONLY - NO CONVERSION REQUIRED 




•J'J-J.S >iU 

f J £>% ZJXX J.\LL .fJ = jj 

ZJUJi 

2jJ y.=A\v/A\/ =£1 

x:j-\LL XZJSi jd 

=>j-/=ji ^JJii usij.\jy. 

jVJjd 'J. Zjli iJ-Tii = 

mmm 

* I W^LO LHCrTOJ^NTHE SUPER DRIVE GAMES CLUB 


IMIMMRSHIP OVTAILS 

PHONE 081 519 4328 








































G ames, games, games - it's what we're all 
about man. For the past month our whole 
way of life has revolved around the games listed 
below. We've played 'em, beat 'em and 
reviewed 'em better'n anybody else you'd care to 
mention. We also went out of our way to bring 
you the low down on RPGs in our feature starting 
on page 67. Check this out and you'll find some 
games that take the biscuit when it comes to 
lastability - they just run and run. Harley's 
Humongous Adventure is another one to keep an 
eye out for - miniature fun with the midget men¬ 
ace. Soccer fans should turn to Super Goal! Has 
Super Soccer been kicked off the throne? 


Doom 

.16 


The Oomes of 

Harley's Humongous Adventure 


King Arthur's World 
Rushing Beat Run.... 

Super Goal!. 

Pocky and Rocky.... 
California Games... 


Monopoly. 

Clue. 

The Hunt For Red October.... 

Jeopardy. 

Power Moves. 

The Blues Brothers. 

RPO Feature 

Legend of Zelda. 

Soul Blazer. 

Wanderers from Ys. 

Lagoon. 

Final Fantasy II. 

Final Fantasy - Mystic Quest 


Editor; pRANk O'Connor 

Scotsman Frank has been tied to the telephone all 
month answering the 1000s of calls concerning this 
month’s Streetfi^hter Cheat. He took so many that 
he has caught a rare disease. It’s related to Foot 
and Mouth, Hand and Ear disease and leaves you 
hearing only what you want to while your hand waves 
around in a manic pointing gesture. 

Deputy Editor: Si MON KIrrane 

Simon is a much happier man this month because he 
now has Alex to help him with all the hard bits of 
doin^ a magazine, like spellen and ri^ht propur ^ram- 
mer. Sadly though, all his teeth fell out after one 
night too many on a strange sofa. Take heed kids, 
bitter screws you up. You have been warned. 


Production Editor: AIex Lee 

Mister C lookalike Alex has taken over all the 
headaches of getting this fine mag out in time. He 
started his career in his home town at the age of six 
working down the pit. After such an easy start many 
worried that he wouldn’t stand the strain on Super 
Action so we’ve put him on half rations and welded 
his hands to his feet to get him used to our ways. 

Staff Writer: Steve AtIterton 

Sonjour tout le monde, Steve est dans Fran^ais this 
month. The bohemian PJ is hanging out on the Left 
Sank (this is not an offence in liberal France). He 
promised to bring us back some wonderful Gallic fare 
in return for the holiday. So we’re all eagerly awaiting 
10,000 Marlboro, a crate of Vodka and whatever 
else he can fit in the transit van. 

Art Editor; LisA Craqq 

Money grabbing Lisa got her dream come true this 
month. She got engaged awww. The dream come true 
was her ring though, not the event. She now owns a 
diamond ring the size of Arizona. She’s going to be 
adding this to her collection. You see, gold digger 
Lisa is already engaged to 46S other people and will 
take any other offers over 15 carats. 

Art Ass Jiver; AIex JEffRiES 

Alex is another new comer to the team and has been 
making his linguistic mark. Taught English by the See 
Gees, Alex is incomprehensible to anyone not in pos¬ 
session of the Jive Talkin’ handbook. A regular con¬ 
versation with him will involve the juxtaposition of 
the words JIVE, ASS and GROOVY. 
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idgets have never had it easy. They are seen 
as figures of fun or, worse, freaks of nature. 
They have to endure ridicule and rejection as 
well as having to cope with unfriendly surroundings 
that are designed for taller people. 

If you don’t measure up in this world you’ll soon find that 
you can’t find the right clothes, can’t meet a partner who 
doesn’t tower over you, can’t impress your pals at the high 
jump and find the environment in general positively hostile. 
Walls are too high, steps too far apart, elevator buttons out of 
reach and pornographic material Is always stacked way above 
you. There is now a game that highlights these problems - 
revealing the hightlst way in which we live. Step forward 
Harley’s Humongous Adventure. 

Harley is described as a ‘cool young genius’ although he’s 
not that cool and he’s not what I’d call a genius. He Invented a 
handy shrinking device and then proceeded to shrink himself - 
not the stuff of Einstein is it? 

Due to this misfortune, Harley has to battle through his 
house in order to regain his former stature. 

It won’t be easy though, for around every corner lurks 
great danger, such as flies, bees or tins of soup. Harley is ter¬ 
rorised by tiny insects and everyday 
objects we take for granted, and It’s up 
to you to sort out his life. 


NUTS 

These award points, so set as many 
as you can, make sure you've beaten 
all your pals and then send your 
score in to our Hall of Heroes. 




miks ti CiRSBie nis[ 
Bf HaltSB, WESt YBrks 
fBr sBpplyiRi ne 



SHRINKER PART 

These are what Harley is all about. 
Collect them and so on to another 
level. Once you have collected 
enoush of these parts you can 
prepare for a normal life asain. 


THE GOODIES 


Harley is in deep trouble* He has been shrunk to 00 Gauge size, his 
house has become a livins hell and objects and insects that were 
formerly insignificant have become deadly* All is not lost though* 
Harley got himself into this mess and he can pull himself out of it* 
Using his scientific bent he takes everyday objects and puts them to 
unusual uses - he’d be brilliant on Blue Peter* 

NAILS TACKS 

Hurling outward and upward flying These tumble and arc effective 
nails at foes soon gets rid of foes. against groups of baddies* 


MARBLES 

Unleash a marble and it’ll bounce 
out and along until it hits an enemy 
or falls off a ledge. 




% 

a 

IR 



FIRECRACKER 

These work on a fuse and do not 
blow up immediately* When they do 
finally explode, they can be painful 
in the extreme. 


ELASTIC BANDS 

We all know how painful these are 
don't we? Flick them at anybody in 
your way to zip through the levels. 


JET PACK 

This is permanently strapped onto 
you but guzzles fuel faster than a 
Buick. Keep an eye out for the icons 
as it can get you out of tricky situa¬ 
tions or take you to bonus levels. 

«!i rf. 


HEALTH 

Pick up as many of these icons as 
you can to stay alive. The more you 
collect, the better your chances are 
of finishing the level. 


PARACHUTE 

You need this to finish off the library 
level - keep dodging the bees, how¬ 
ever, or you’ll cop it 


AIR 

When you go for a swim, keep an 
eye on the air gauge in the top right 
hand corner and collect these icons 
to keep you going. 




INSECT SPRAY 

Picking up this icon will supply you 
with a ring of stink which will protect 
you from all your enemies. 


rei/ieujed by 

Sfmon 



DVENTURE 

























































Run along the bar of soap to 
rotate it and create some bub¬ 
bles. This is a really clever visual 
effect “ keep an eye on Harley’s 
legs as they whizz along ninety 
to the dozen. 


The Ticks go 
through a great 
animated sec^uence 
and have a smart 
death scene. 
Wonder at the 
Tick’s swan song. 








Use the desk bell to save your 
progress. Jump on it, make it 
ding and then, when you die, 
this is where you’ll re-start your 
game (there is no way to save 
your game when you switch off). 








Harley's fumed flay, help him 
gef to the lah and get BIO 


To get to the 
end of the level 
you need fuel 
for your jet 
pack. If you 
don’t have any 
you aren’t 
going to cross 
that chasm. 


STAPLER 

If you come across one of these, use 
It to send you skywards to a much 
higher shelf* 
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BONUS 


Fua 


HIM i 


NUTS 




A shutter comes down at the end of 
each level and lets you know what 
you’ve scored in the way of nuts and 
fuel. This adds to your score and if 
you’re any cop it could get you in the 
Mali of Heroes. 


PUZZLE mania 

Progression in the game is pretty straightforward, although 
right from the start that there are lots of little nooks and 
crannies to explore. 

Also, power-ups are placed in ridiculous places. All these 
locations are accessible however and make the game worth 
going back to even after you’ve completed it. 

The puzzle theme runs throughout 
and sometimes you will find yourself 
trapped at a certain stage for ages while 
you struggle to get out. 

It could be that you just fall short 
every time you jump or that you’re 
down a hole and are a pixel short of the 
next ledge. 

This is when you should have kept 
your power pack fully fuelled and not 
squandered it by zooming around need¬ 
lessly at the top of the screen. 

If you do become stuck, reboot 
the game, and next time keep an eye 
out for escape routes. 




DAN6ERMAN 


The dansers that you face as Hariey are many and varied and, unsurprisingly, very dangerous 


Termites 

The great white sharks of the micro kingtiom chomp on 
anything that comes by. They’re not big or clever so blast 
them to bits or join the wood pulp. 


Bees 

Despite looking like Curly Colin (the Quaver fiend) these 
chaps are pretty evil. They don’t really fly with a purpose, 
bussing all over the place, but they still pack a rather 
nasty punch. 


Once this lot decide to hunt you down then you’d better 
get your act together because they don’t give up easily. 
Shoot them as they jump around and watch in awe as the 
blasted bits start to attack and their heads form a new 
body. 


Shooting fire out of their heads, these chaps are a bit of 
a nightmare. They are always found in groups and aren’t 
that easy to dispatch. They are still pretty dumb though 
and often can’t see where they're going (they tend to trip 
over ledges). 


UcctricEds 

Although they don't actively set out after you, the Eels will 
91VC you quite a nasty shock if you get too near* 


Ifcks 

Bouncins around like Zebedee on a caffeine attack, 
these lads will squash you and chomp you at the earliest 
opportunity* They do have a penchant for boundns over 
ledses, so try to stay one step ahead of them* 




Piranhas 

These notorious beasts are continually ravenous. Their 
mouths move so quickly that their fillings spark. They 
swim swiftly and theyll follow you everywhere they can 
SO GET OUT or THE WATER. 


Flics 

These are the first beasties you’ll come across. They are 
slow fliers and easy to destroy - just make sure you do or 
theyll hover over you and hurt their chunks all over your 
new shell suH. 
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Frank O’Connor 


a ou might be forgiven for think¬ 
ing this game looks weird and 
childish. It is weird but, in 
terms of gameplay, it’s by no means 
childish. What you have here, is a sur¬ 
real variation on the Contra theme. 
Lots of platforms, a fair bit of blasting 
^nd some utterljr groovy ideas. The 
whole scenario is whacky, involving and 
unusual. Being just over two inches tall 
is great fun, just ask Simon. Fab tunes, 
great graphics and smart gameplay, all 
frpm the same team who brought us 
Desert Strike. Smart one. 




THE RAT 

They don’t come any tousher or uslier than this siiy« He 
changes when you beat him and comes back stronger 
every time. He picks up weapons to stop you getting 
them but drops them in combat Look out for areas that 
flash when you hit him. 

a - 


Search the level for the Shrinking 
Machine Part. They have been stolen 
and hidden by the mutant insects 
and signal the end of each level. 





:.. v.^-' i 
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In the wonderful world of Harley, 
everything has changed thanks to 
the new perspective. Flies are killers, 
erasers are handy for travel, pencils 
are deadly and the bathtap is a div¬ 
ing board. 


When you are in The Closet level look out for boxes that you 
can walk through. Also beware of holes that you can’t get 
out of unless you have jet fuel. Otherwise It’s reboot time. 


Travel skybound in your bubble but 
make sure you avoid the rogue air 
balls - they are trying to pop you and 
send you back to the bath. Make It to 
the bathrall and ding the first bell 
you see. 


W e included quite a number of 
screen grabs in this review so 
you may well have already 
noticed - this looks rather pants 
doesn’t it. It seems that some prograny 
mer has bitten off a little more than he 
can chew. Danger Productions Inc. 
working for Visual Concepts, produced 


objects such as staplers or soap in the 

different levels is quirky and cleVer. The soundtrack is very reminiscent of the 
famous Desert Strike - lots of guitar. 
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n a time of evil warlords and pagan magic, a young king emer^^| 
lead the people of England to a n*w age of peace and prosperf^j^T""^ 
go well for young King Arthur, but even a king of his wi^|^p;And. ^. 
strength needs allies. King Arthur, if he is to succeed and pros^jj^^^ust 
find an army, a force of kn^hts and foot soldiers. 

Of cour'se, nothing in this world is ever easy and the Dark was never l! 
for its great intellects. For example, the discovery of an pddijr shaped vegetgi^ in ^ 
your garden was enough to have you sentenced as a witch. Of course nowa<kys, J 
get you a snigger and a mention on That’s Life. j;; J , ■ ^ 

Even when you have recruited an armyr things don’t get any 
think twice about messing with your happy thoughts, bot 
never far away. There are three huge worlds to battle 
Underworld and finally, the Cloud Kingdom. 

You will encounter dark knights, vicious booby traps and horribl^r 
sters. Of course this is all In a day’s work for King Arthur, but 
up to the challenge? 


Your task, should you choose 
to accept it, is to protect this 
beer swilling royalty. 


This king likes a 
scuffle so it's out 
with the archers, 
on with the engi¬ 
neers and time 
for a siege or two. 


Every member 
of the Round 
Table has a 
proper job in 
his life - here 
the engineer 
constructs 
the ladder two 
days late and 
over budget. 
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ts takrr^ innai4N^^^ust% b too far. 
^^ephiy', bran<i r\sw features, Dotby Surrourr^i/' 
d"rrow, mouse control! It’s too much man! V 

t$ the ame one found in the Super Mario 
iiipon to be 5 oid separately. It*s a high quality, 

super smooth unit, but be warned, the .. ^. 
Jap and American ver^ns will not ,;;., 
work on a &tt»h Super Ninteido, so ' - ' 


Although the mous#=aids game- 
pfety no end, it’s by. no means an essen¬ 
tial purchase. The standard joypad con¬ 
trols are perfectly good. Having said 
that, the mouse makes things that bit 
less complicated and, at times, iaster. 

You use tiffi mouse to select sol¬ 
diers, move them around and decide 
which weapons and techniques you 
wish to emplcy. One advantage €he 
jc^ipad method does have, is when you 
scroll the screen to see w hae’s in front 
of, or behind yeaj. On the pod, you 
simply press the L or R pads, but due 
mouse has to be draped laboriously to 
the edge of the screen. 

If you’ve got a mouse, use it, if ’ 
□ot, don’t worry. 


Ha... as king 
you can 
survey the 
land, tax the 
people then 
allow things 
to be thrown 
at you. 


A bit of a 
housing 
re-devel- 
opment 
project is 
going to 
be needed 
I think. 


The cutest platform 
fun you can imagine 


Kill or be killed - 
your trusty crew of 
engineers build the 
things so it’s your 
job to use them. 


Now if I can just 
get the angle 
right then some¬ 
one is going to 
get a very hot and 
sticky surprise 
which might 
change their life. 
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This game wms designed 
Blighty. British 
overseas for oH|in^ity and 
Ame^sn programmers do 
i scroll badly. They also have to s)e^e a^gfggle 
f witness the very British use of 
I dreadfully |:m$^ ov«eas. .J v';--- 

I Stilly back to business and this If^e cradKygJl^^H 

I child of Argonaet software, just in cas^ you 
\ Argonaut were the Wokes responsible for this 
I gie, the S|j)er FX chip and Starfox.. ^ 

I Argonaut start^ wiift vvay ^ 

I Atari ST and gca thetr bg break witf the ^me Stargijder 

I a r evoUiti oDary tfde with super 
I sold a lot of computers. ^ 

I Since then, Argonaut 

I so King Arthur’s WoT\d is 

? for them. '■' ■■■■■\ .;' ' ■ ■ ■ 


Here we qo, here we go. 
Onward and Inward, as 
they say in the ranks of the 
foot soldier. 


i4iLi..jLa 


Try not to 
stand in the 
open, where 
everyone can 
see you. 

Things have a 
habit of 
getting to you, 
like arrows and 
boiling oil. 


GO UJHO? 


Not every conc^uest 
Is above ground, as 
every now and again 
the odd treasure 
chest appears sunk 
in the landscape for 
ail to discover. 


I t’s Lemmings, no it's that 

other one, Humans. OK it’s ^ ^ 

reason appears highly original 
despite being based on a trusted ' 

format. The puzzles are serious- Stei/G .3thGrtOn 

ly time consuming with a real 
sense of adventure. The sound is ^ 

really something else, with Dolby heightening the ijnportance of each quest. 
Mouse control makes it a lot easier too, seems a lot faster to command the 
army to the task in hand. A really good gfeme with some serious levels to 
negotiate. There are several worlds to conquer and not ail your foes are 
human, as some other horrible creatures fteed repressing too."" 
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T here are so many wonder- ^ 

ful things about King ^ ^ F Pi I " J 

Arthur’s World, it’s diffi- 

cult to know where to begin. For a ^ 

start though, you have fabulous £=^ 3 ^, 1 , O’COnnOr 

graphics, packed with detail and r-lSriK KJ LUI II l«-Jl 

humour. The music, which is pre¬ 
sented^ in glorious Dolby Surround, 

done and remarkably atmospheric. 

There are obvious similarities to S nftrtTpTlTl^^ 

Lemmings, but there is a great deal ^ iliS 

more action and involvement and 
in many ways, the two games are 

sorts which adds a great deal of 

depth to the proceedings. Actibn fans shouldn’t be put off by the apparent 
complexity of this title, it really is dead simple and easy to get into. Having 
a mouse helps a little, but the joypad control method is very well designed 
and just as easy to use. Altogether, a class one product. 


The king hae the powers of magic on 
his side too, choosing the odd fireball 
to rain down from the heavens can 
often seem to be the soft option. 


Tricky one this, the tower 
hides the archer, the archer 
hides a large bow with some 
very sharp arrows. Sharp 
arrows hurt don’t they? 


Peep under 
the ground 
where no-one 
would would 
think of look¬ 
ing Is a great 
big chest of 
gold. Go on, 
nick It. 
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Yippee! I’ve 
done It! Killed 



hundreds of 
soldiers and 
civllllans alike, 
burned their 
homes and 

now set to 

steal their 
gold. 

Heartless, me? 







mm 
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D oes anyone remember the Village 
People? They were a top band in the 
late seventies/early eighties and they 
were famous for wearing lots of leather. Dead 
camp, dead funny and responsible for some 
memorable hits like “You Can’t Stop the 
Music’’ and “YMCA’’. Top stuff, we’re sure 
you’ll agree. However popular the Village 
People were ten years ago, there’s still no 
explanation about their appearance in 
Rushing Beat Run. 

Seriously. Leather caps, leather chaps and er, leather 
Chaps. The fashion influences in Rushing Beat would 
be better suited to some rather nice wharfside clubs 
in San Francisco, like The Pink Flamingo and the Blue 
Oyster. However, It appears that this kind of cloth¬ 
ing is widely worn by Kung Fu vigilantes throughout 
the world and we shouldn’t really question this fact. 

Gangsters have taken over the city and it’s up 
to you and your band of compadres to sort this 
problem out. The gangsters are ransoming hostages, 
threatening shopkeepers and generally making a nui¬ 
sance of themselves. 

One man stands at the head of this crime 
empire, but his Identity is top secret. Head out into 
those dangerous city streets and do what you can to 


This challenge 
etage sets you 
agaln&t one of 
your friends in 
a battle to the 
finish. Can you 
defeat him? 

Try your best. 


JALECO 


Stop the rising tide of violence. By kicking people’s 




rei/ieiued by 

Frank 



All the fun of the fair, 
with just a hint of 
brutal violence 


nima bloke 

This Ninja bloke is a bit hard and no mistake. He wears a 
bright green costume and some rather attractive boots. His 
long hair and chiselled features make him a big hit with the 
girls. Unfortunately though, he has lost the anonymity of a 
true Ninja and everyone knows who he is. Bummer! 

Ninja Bloke can kick and punch with great speed. His 
special technique involves spinning around with his sword 
outstretched. As yet, we have no explanation as to why he 
doesn’t use the sword all the time. We’ll keep you posted. 

He is involved in this mess purely for the thrill of the 
fight. His methods show no mercy and he is out to prove 
the superiority of his Ninja art. 

A vain and presumptuous fellow, but an amazingly 
skilled fighter all the same. 


Those gigantic blokes in 
the robotic armour can 
prove quite a handful 
for our brave heroine. 
That pump action shot¬ 
gun may prove handy 
now, but it does have 
limited ammunition. 


PU 















The gameplay in Rushing Beat 
Run is fairly straightforward, but 
a little caution wouldn't do you 
any harm. Try to use jumping 
kicks where possible and when 
you knock the bad guys over, 
get in close and kick them 
while they’re down. If you have 
a rapid fire Joypad, use it, as 
your punches will be greatly 
enhanced. Try to stay in the 
middle of the screen, wander¬ 
ing too far may trap you in a 
corner. It also keeps you in a 
good fighting position, espe¬ 
cially where attacks from the 
rear are concerned. 


Throws can be lethal as 
this challenge in the 
wrestling ring proves. 
The best defence is to 
keep your distance. 


^T <n-s t 


This is just one of the 
many special moves In 
action. 6lmply press the 
X button and unleash 
the super punch of 
incredible doom. 
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A dazed bad 

.. 4 

guy sits on 

“ ^ ' . 4 ^ 

the floor in 

- 

sheer horror 


as you 
smack his 


mate in the , 
kisser. What 
a guy! 1 
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Wow! What a punch! Everyone’s 
been killed! 


Kung Fu chick has a bad guy 
in her clutches, but she cer¬ 
tainly doesn’t fancy him. 
Probably. 


KURG FU CHICK 

She’s a babe. She’s a cyberbabe. If she were a tower, 
she’d be the Tower of Babel. Looks as we all know, 
aren’t everything. 

As well as being a drop-dead gorgeous blonde, 
Kung Fu Chick is one of the most amazing fighters 
ever to set foot on the planet. She can kick ass. 

Her speed is unmatched and her strength is 
formidable. Her main techniques involve kicking. 

She has a fairly weak punch, but should you find 
yourself on the end of her foot, you’ll find yourself 
in serious trouble. 

She finds herself involved in this battle simply 
because she fancies Ninja Bloke. She’s had the hots 
for him since they went to school together. 

He is only interested in fighting though and he 
doesn’t even know she exists. Perhaps, by winning 
loads of fights, she can also win his heart. 


Although this game owes quite a lot to Capcom’s Final Fight, it 
does have one distinct advantage. Simultaneous two player 
action. There are five characters to choose from and you sim¬ 
ply choose the one you prefer, get started and kick ass. 

You can play as a team and help each other out. This Is 
especially useful when a player is trapped in a corner by a bad 
guy. The other player can easily come to the rescue. 

Better still, players can compete for points and weapons. 
There’s nothing more annoying than reaching for some energy¬ 
giving food, when out of the blue, your team mate snatches It 
from your grasp. 

Final Fight on Super Nintendo lacked a two player mode 
and suffered badly as a resulL To some extent, Rushing Beat 
makes up for this and is In many ways, a more enjoyable game. 


The bridge Is 
dangerous 
enough at 
first, but 
later it’s the 
venue for a 
helicopter 
and gun 
related 
horror story. 


soon we were all playing it. It’s as 
addictive as Bovril flavoured crisps 

and as violent as Zig and Zag in full 5 I m O FI K I T P Q FI G 

swing. Rushing Beat Run is a two 
player fun fest that should have 

you coming back for more. It doesn’t do anything new or particularly exciting for 
the beat ’em up genre, neither does it stimulate the grey matter. That isn’t what 
matters though - it’s a laugh, it’s a fast paced Challenge and looks great. It also has 
great sonics and a very arcadey feel. Nip out, play the game and if it’s your cup of 
tea then no one will be able to stop you buying it. 
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A rumble in the jungle as 
you deal with some very 
slow, very stupid baddies. 


Nasty goings on in the sewer with 
more than bad smells to deal with 


This elevator 
creeps slowly up 
the side of a 
building as 
hundreds of evil 
bad guys drop 
onto your head. 


KICKBOXIRG GGeZGR 

The main hero of the piece and by far the most 
wholesome. He is involved in the struggle because 
his father was killed by gangsters. They came into his 
dad’s shop one day, shot him in the head and then 
asked for protection money. 

This was very unfortunate for Kickboxing 
Geezer who in a rage declared that he would wipe 
the criminals from the face of the Earth. 

His techniques involve fast and brutal punches 
as well as some rather nifty jumping kicks. His main 
attributes are speed and cunning, but he really does 
pack a punch. Very good in the air atid not too bad at 
close quarters. If you want a decent all rounder, this 
IS the hero for you. 

All men are created equal though and this is 
pi oven in Rushing Beat Run, as even the girl is dead 
hard and strong. 


■ over the onginal Rushing beat. 
The graphics are bigger, better 
and much, much faster. The gameplay 
has remained much the same and fo^ 
Final Fight fans. It’s a dream come true. 
Simultaneous two player action, five 
characters to choose from and lots and 
lots of baddies. The music and sound 
effects are also improved, with fabulous 
tunes and gruesome smacking noises. 
The overall impression is of a high qual¬ 
ity rip-off of Final Fight, but with a bit 
more to it and again, that all important 
two player facility. There are plenty of 
levels to bash your way through and 
although it won’t take too long to com¬ 
plete, you can do it over and over again 
without getting bored. This kind of 
game is best enjoyed with a friend as 


Everyone’s out for the count 
as the lift nears Its final 
destination. 
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Half time 
you get a 
complete run 
down of all 
the stats 
you’ll ever 
need. 
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Football Isn’t 
just a 

matter of life 
and death - 
it’s much 
more 

important 
than that. 


HFX 00 • O 


Kitk Off... 


Don't worry 
footy fans, this 
isn't another 


o you remember 1990? Remember the seml- 
Ifinal that England played against West 
Germany? Does Chris Waddle’s high altitude 
penalty blunder set any bells a-ringing? Well It does for 
me - I remember it as though it were yesterday, and 
it’s a good job the lumbering winger doesn’t live down 
my street I can tell you. 

ril never forget my feeling of abject disgust as he sent the 
ball 80 feet above the crossbar. Nor will I forget my sorrow as 
a friend turned to me and said, “I don’t know why we bother - 
it’s just a bunch of blokes kicking a bag of wind about” as the 
tears dripped into his pint. If you do remember that day and if 
that traumatic memory is further bolstered by Diego 
Maradona’s ‘hand of God’ goal in the 1986 quarter-final, then 
perhaps Super Goal! is for you. 

It’s all right for our parents to chunter on 
about 1966, but when you take a look at our 
recent international outings we haven’t got 
much to shout about - we only play consis¬ 
tently well against Turkey. Super Goal! 
gives you the chance to redress the bal¬ 
ance and stuff everybody unless you’d 
rather play as Germany or Italy and give 
England a severe stuffing. 


AILES RimeT CUP 

Based loosely on the World Cup, renamed 
the Super Cup for licensing reasons, it is up you and 
your chosen team to rise through the ranks and claim the 
Super Cup as your own. 

The first rounds are group rounds where the 24 teams 
are split into six groups of four. If you manage to finish in the 
top two places then you’re through - if not then it’s back to 
the drawing board. After the initial rounds the game Is played 
as a straight knockout competition where any slip ups will be 
rewarded with instant dismissal from the cup. 

You must progress through the second round, the quar¬ 
ter finals and the semi finals until you get to the final, where if 
you’re smart you’ll win the cup and the day. If all this 
seems too intense then don’t worry as you can always get 
Into the exhibition rounds and play when the result won’t 
matter. In this mode you can also get Involved in friendly 
knockabouts with your pal In a two player game. 

This feature is a good way to train for the big cup and 
after a few assaults on this girl’s level you should be well 
prepared for the cup (or well on the way to braining your 
mate for winning constantly). 




It’e a long, long 
walk to the 
dressing room - 
especially when 
the krauts win. 


The toss of a 
coin decides 
who gets the 
kick off. 












































The radar can 
be a very useful 
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asset, watch it 


carefully. 


DECunnG STanoaRDS 

The 24 teams are all graded according to a general idea of 
World Cup standards; Germany are the best overall team and 
Japan are the worst. 

The reality of these standards is up for debate. For exam¬ 
ple, Brazil are very highly placed despite a pretty poor run over 
the past few years and Denmark have lower scores than 
England despite last year’s result in the European Cup when 
they beat the pants off everybody. 

The grading system is useful for handicapping yourself, 
your mate or the console but It does mean that if you’re going 
to use England then you will struggle more than if you play as 
Germany every time. 

There are some pretty dodgy racial stereotypes in the 
specific teams. Germany field a team of six foot aryans (blond 
hair, blue eyes and a bad temper) and Ireland have a squad of 
red haired midgets. This is not perhaps necessary as the teams’ 
strips are normally as near as dammit the same as the real thing 
or at least easily recognisable. That is until you come to the 
England strip, however, as our national side have never played 
in grey tops with yellow stripes and sky blue shorts. 

Once you have blundered your way through the team 
choice then you have to pick your team’s formation from a 
choice of 4-3-3, 4-4-2, Sweeper or 3-5-2. These formations are 
used in conjunction with your team’s rating, so that if you have 
a strong defensive squad you shouldn’t play 3-5-2 but if your 
lads are licketysplit then you should. 



oPTionaL exTRas 

The option screen at the start of the game allows or denies certain useful features and 
extra game aspects. Offsides and fouls can be disabled (for all the girls out there). 
There is also a radar feature that gives you an overview of the pitch. 

Along with these choices and the decisions concerning whether you want the 
music on or off (or in stereo or mono) there is also the matter of having an automatic 
or manual goalkeeper. Let me tell you now, this is not a matter to be lightly glossed 
over. This is not the usual trivia that threads through these reviews, this is serious 

stuff man. If you have the goalkeeper run¬ 
ning as automatic then you are possessed 
of a keeper with the reflexes of a psychic 
cat who Is able to take a 120 MPH volley 
full in the face from three paces. 

If however you decide to trip down 
the slippery path to Independence and 
choose to control your goalkeeper your¬ 
self then things become a little bit differ¬ 
ent. For a kick off (pun intentional) the 
reflexes mentioned before are lost and 
replaced by those of a mere mortal I.e, 
your own. 

Also the hardnosity of the former 
keeper Isn’t as evident as the guy never 
gets in front of the ball long enough to get 
hit accidentally, let 
alone save it with 


his face. 


The best idea in this same is to 
keep moving with the ball. Use 
the pass button until you are 
deep in the opposition's half 
and then let loose with a rocket 
shot. There are certain parts of 
the pitch (around the penalty 
area) where when you play a 
lob shot B button the view 
changes. The shot is seen 
heading towards the net and 
the goalkeeper can be 
controlled by whoever controls 
him to try and save the 
shot. Hunt around for these 
areas and flumox your friends 
with them. 



%%% 
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KICK OFF can JUST... 

Super Goal! takes a scrolling side-on view of the game and the 
graphics used for the players are as realistic as you’ll find on a 
SNES soccer game. It looks a hell of a lot better than those 300 
feet and rising views found in games such as Kick Off and the 
control is better too. The A and X buttons both perform the 
long kick while in possession and the sliding tackle in defence. 
The Y and B buttons will deliver inch perfect passes or deal out 
shoulder charges. 

After a shot Is taken, pressing any of the buttons while 
using the crosspad will guide and curve the ball, thus sending 
the goalie flailing into the post and the ball floating into the 
back of the net. 

Using the R button overrides the automatic selection of 
players closest to the ball - this can often be a little slow. The 
L button shifts your defence for an offside trap and keeping it 
pressed moves your defenders forward. 

Now it wouldn’t be SNES if It didn’t have special moves 
and there are lots in Super Goal! These do come about more 
by default than design though. Your players will do bicycle kicks 
and all those other smart moves that are lost to the English 
game whenever the ball is flying past unexpectedly. 



Why is it that footballers are 
the only men In the world who 
can kiss men, cry, have long 
hair and still be socially 
acceptable? 


Mexico vs 
Rumania may 
well rank as an 
exhibition in this 
game but It 
does nothing 
for me. Keep an 
eye out for the 
Rochdale vs. 
Bradford 
extravaganza! 
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The ref blows the whistle and nor for 
the last time methinks. 



Frank O’Connor 


S uper Goal comes as a bit of a 
relief to all those who have 
played Goal on the eight bit 
NES. Far from being a tragic re-run 
of its predecessor, this is a fast and 
enjoyable footy sim. The graphics, 
while erring on the side of simplicity, 
•are fast, fluid and perfectly suited to 
the job. It takes a lot of practice to 
figure out the limits of your players 
and passing is an art that must be 
mastered. All in all, one of the bet¬ 
ter football games available and a 
worthy purchase for any footy fan. 
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There are a number of nice little touches in the game 
Wg that take you quite by surprise when you first see them. If 
Sy you score, all your lads peg it down the pitch waving their 
y fists. On the occasion of goalmouth action however, you 
^ are given a scene of either a near miss to the left or right or 
even a smart goal. If you do score you are given a great closing 
shot of your player racing towards you with the look of a rabid 
dog. In this larger than life mode though it is still possible to 
control the goalkeeper and make the save of a lifetime. 

TheVabid dog’ scene greets you following a penalty. If the 
final whistle is blown on a draw then you have to play out the 
extra time and If the game Is still level then It’s penalty shoot 
out time. Yet again your cat-like goalie slips on his lead booties 
and blunders around the penalty box. 

The penalty situation seems very heavily biased towards 
the penalty taker as penalties are dead easy to take but difficult 
to save. The goalie’s reactions, on the other hand, are sluggish 
and It is hard to predict the path of the speeding ball. 

Nevertheless deciding a game on penalties in Super Goal! 
is still an activity fraught with tension. Playing against a friend 
you’ll soon develop a sweaty top lip and clammy palms. Keep 
your nerve, employ some ‘gamesmanship’ i.e. slag your pal off, 
then It’s head down and let fly. 
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T he more I played this the more 
it grew on me. Don’t worry - 
it’s not another Kick Off (a 
game that takes 500 years of practice 
before you can play). What happens ^ 
you play, however, is a startling meta¬ 
morphosis. Skills are developed you 
never realised you had, pixel perfect 
passes can be performed, shots can be 
blasted into the back of the net and the 
opposition’s legs can be crunched. At 
first it seems virtually impossible 4<eep- 
ing hold of the ball let alone contending 
with the super goalies, although 


rather than later it will all come clear. 

Eventually you’ll find yourself rising ^ 

through the ranks of the competitors 

two player fun to mined here though i i ■ iiynuir • ■ ' ' • 

when we played at the office it did tend 

to end with sulks and shouts. The graphics are fine and the game scrolls well 
enough but the sound is rather dire. The sound effects are OK but the crowd noises 
are akin to a garbled kind of running water sound. Super Goal! doesn’t get a super- 


A throw in decides 


A group of synchro- 

the outcome of yet 

' '^4 A 

nised marathon 

another close fought 

:::r \ 

runners head home 

match. 


after a hard days 


" 1 r. ■’ .1 

slog. 
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star, but if I were marking on gameplay alone it would. It just seems a little ragged 
at the edges to be given any accolades. 


Flip a dollar to see which 
way to play. 
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P ocky and Rocky are interstellar ninja connman- 
dos. Without a shadow of a doubt, these two are 
the most dangerous fighting force in the 
Universe. After launching an almighty jihad of death 
and destruction across the galaxy, they have run out of 
people to kill. In their desperation, they return to 
Earth and there the slaughter really begins. 

Nah! I’m only kidding. Pocky is a nice little girl and Rocky 
is a fluffy racoon. However, the bit about violence and mayhem 
is all true. Pocky and Rocky, cute as they look, are in fact psy¬ 
cho butchers. Armed initially with a pack of playing cards, they 
storm through the weird world, laying waste to everything that 
moves. How do you kill someone with a pack of cards? You 
throw the cards at the bad guys with incredible force. Splat! 
They explode in a mess of blood and hair. This is not a joke. 
Pocky and Rocky really are insane. Still, It’s no more violent 
than any other game, just cuter. 




Get iough with the €ute €ommandos! 


IKaRt IDIOTS 

Remember SNK’s Ikari Warriors? It was an update of an ancient Capcom game. 
Commando. The SNK version featured two player destruction as you and a pal 
ran amok in Vietnam, blasting anything that moved. Pocky and Rocky, believe It 
or not, is based on a similar concept. 

Although the scenario has changed, the action hasn’t. You still wander 
through a scrolling world, blasting like crazy and picking up power ups wherever you 
find them. It’s ironic, however, that the cuteness just adds to 
the violence. 

Anyway, the option screen allows you to choose two play¬ 
er mode, which basically means double the death and destruc¬ 
tion. One controls Pocky and the other. Rocky. You can team 
up to increase your chances of survival, or compete to get 
points and extra weapons. 

What we were wondering was this: Does Ikari mean two 
people? If you reckon that you know the answer, send it In on a 
postcard and we’ll give absolutely nothing to the first reply 
pulled from the postbag. 


AND 


POCKY 









































Look out for a 
variety of undead 
creatures. Totally 
monstrous man. 


Invasion of the killer 
Zippy monster (out 
of Rainbow). 
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STICK ’em UP 

Pocky and Rocky each have a stick. 
Actually, that’s not very impressive, is it? 
Anyway, these sticks perform a number 
of tasks. Without the aid of an English 
manual we can tell you what some of 
them are. The stick can be used as a 
general close range weapon. 

As a baddie approaches, whack him 
with the stick. You’ll discover that a 
quick bash with the stick, as this is a lot 
more damaging than a blast with your 
standard weapon. Of course, getting 
that close can be a lot more dangerous 
than using a duff destructive instrument. 

When you defeat an end of level 
baddie, often a familiar will appear. This 
apparition may take the appearance of 
an inanimate object, or it may be an ani¬ 
mal. Whacking it with a stick can prove 
very profitable. The familiar will usually 
drop a goodie. This could be a weapon 
or a bonus item. Better still, it could be 
some tasty nosh to replenish your ener¬ 
gy after a hard battle. 

You have to be fast though, as 
these little devils are only on screen for 
a brief moment and if you miss them the 
first time, you’ve had it. 


smaRT BomeinG 

In a startlingly original move, the programmers of Pocky and 
Rocky decided to integrate extra weapons and power ups into 
the game. As you start off armed with just about nothing, this is 
probably just as well. 

The weapon with which Pocky is initially armed is pathetic. 
It’s a pack of playing cards. These are hurled at some speed and 
in considerable numbers at the marauding bad guys. Pocky, 
when he collects a blue bubble icon, can upgrade this to first 
two and then three way shots. These fan out in an arc, creating 
a wider spray of fire. 

This can again be upgraded with the collection of a red 
bubble. This endows Its finder with very powerful fireballs. 
Although these have more destructive force than the playing 
cards, they provide less protection. 

Therefore, you’re generally better off 
with the wide arc. 

Rocky, on the other hand, starts 
life with a weapon that makes the play¬ 
ing cards sound scary. A leaf. Yup, a 
small, green, soft leaf. This, in practice, is 
exactly the same as the playing cards 
and again, these leaves can be powered 
up first to an arc and then to fireballs. 




Pocky and 
Rocky are the 
closest of 
friends - It 
makes you sick 


It might just 
be a bridge too 
far. Watch 
your ass as 
you cross it. 
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T his is a strange game, very 
strange indeed. I’ve never been 
a racoon before and I’ve never 
seen one as deadly as Rocky. The temp¬ 
tation is to dismiss this as too cutesy 
for its own good. You’d be kidding 
yourself though - not to mention miss- 
•ing out on some superior graphics, 
excellent gameplay and original story¬ 
line. The size of the game impresses as 
well and if all that doesn’t add up to a 
cracking game then I don’t know what 
does. Get stuck into some nice and 
cuddly ancient legends today. 


BUG eyGD monsTGR 

I don’t like monsters. They’re nasty and horrible and they live 
under the bed. It’s true. And they shrivel up when you turn the 
light on. OK, so maybe I’m a little paranoid, but you would be 
too if you’d played this game. 

There I was, just wandering about the level, happily blast¬ 
ing the odd baddie. Mostly cute stuff, you know, woodland 
creatures and fairy type things. Then, kerblamm! There it was! 
A giant one eyed monster. It wasn’t the end of the level and I 

hadn’t done anything wrong. 
These cyclopean creatures 
pop up around halfway 
through every level, just to 
test your mettle. 

The creature is a lot 
more vicious than your aver¬ 
age dude and he will probably 
end your stint on your first 
encounter. He’s big and fast 
and as if that wasn’t enough, 
he breathes fire. This can be avoided if you’re quick, but leave 
him standing around too long and he’ll rush towards you, trap 
you in a corner and the next thing you know, you’re toast. 

Best thing to do Is stay at the bottom of the screen and 
fire diagonally at him. Don’t say we didn’t warn you. 


^±76 


Strange objects 
attack you in the 
woods. What they are 
remains a mystery. 
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Remember, 
three way 
shots are the 
most deadly. 
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This tip is sort of stating the obvious 
and it applies to all games of this 
type. Baddies tend to move in strict 
formation and pre-defined pat¬ 
terns. Good guys move up, down, 
left and right. As a result, you can 
kill a lot more baddies by firing 
diagonally - take our word for it. 
When moving, strafe a constant line 
of fire as you go. Also, when the 
one eyed monster attacks, use the 
"rush" button to dodge him and 
again, don’t stop shooting for even 
a second. End of level baddies 
require a strict rhythm, i.e. fire, 
dodge the missiles and fire again, 
you won't go far wrong doing that 
and it’s definitely advantageous to 
have two players. 




The jungle terrain 
can hide all sorts 
of bad guys. 






TIME 4T1. 


T his came as a rather refreshing 
surprise. Gamers all over the 
v\/orld went bananas when 
Parodius was released. That game took 
an old theme (Nemesis to be exact) an^ 

gave it the comedy treatment. The F"r3nl< O'Connor 
combination of xenophobic fury and 
xylophonic fun was too much for most 
people to resist. In many ways, Pocky 
and Rocky does the s^me thing for 
another theme, that of Ikari Warriors. ^ 

The graphics are stunning. Although 
they look simple and childish, they are, 
on closer inspection, brilliantly designed 
and very atmospheric. There are loads 
of nice graphical touches, such as thun¬ 
derstorms and just a touch of mode 
seven. The music is totally oriental man, 
with loads of Japanese olde worlde 

tunes. The sound effects are a kind of - 

tribute to ancient coin ops, with 

snatches of Pac Man, Defender and a few classics you might recognise yourself. The 
fact is, that on its own merits, this game is a groovy treat, but bear in mind also, 
that it*s the only decent Ikari Warriors clone on the Super Nintendo. Go get it! 


Frank O’Connor 
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illore bums than BaywaUM 


B! 


ill and Ted. What have they done to 
our beautiful language? I’ll tell you 
exactly what they have done, Inno¬ 
cent Brummies are now going around saying 
‘most excellent’. Not only that, Cornish lasses 
are wandering the streets saying ‘way dude’. 
Anyway, where is all this ‘have a go’ attitude 
leading? Straight for the beach that’s where. 
It’s now time for fun in the sun and wish¬ 
ing your best gal was a “Californian 
Dream’’, time to cruise the pipe, to 
crash the waves. Oh, and time to climb a 
nearby mountain and snowboard in your 

shirt sleeves. 

California games is a cult experience. Just about every 
type of computer ever designed has had its own cut down or 
padded out version. I first mounted a BMX on the C64 then 
progressed to the half pipe on my trusty I040STE. The SNES 
meanwhile is graced with the Games II, a 
more refined sequence of games featur¬ 
ing Snowboarding, Jet Skiing, Hang 
Gliding, Body Surfing and of course 
Skateboarding. 

Now yeah yeah we all know these 
things are easy so to stop the boredom 
factor creeping in a few stunts have been 
assigned to each event. Complete these 
and points can be scored. 

The stunts are not everyday actions 
I might add, so take time out to indulge 
in some practice to prevent the big boys 
kicking sand In your face. 




ni Q 


aLDERLey edge 

If the cover is anything to go by, beautiful women will flock to 
your side just by showing up at the beach car park - a great 
pity because the first event is held sever¬ 
al miles away in front of a sheer drop. 
The object now is not to drop ballast in 
a most embarrassing way but to heave 
yourself off and take to the skies in a 
hang glider. 

Staying airborne for long enough to 
drop water bombs, feed the dolphins and 
land back on the cliff is the order of the 
day. Sounds easy? It isn’t. The glider is 
very responsive and seems to want to 
sink at the most alarming rate, normally 
in spots where the all the sharks are 
especially hungry. 

Wait till the windsock fills up, till the 
wind blows in your face then launch yourself 
into the blue yonder. Hopefully, you should 
rise after a while and gain sufficient height to 
perform the odd stunt. The stunts are not too 
complicated - steep turns, I.e. 540 degree 
spins, gain points but top of the list are the 
usual mundane tasks. These tasks involve 
feeding the dolphins and dropping water 
bombs on targets. 

You can, with practice, achieve these 
objectives quite quickly but you’ll soon find yourself running 
out of height. Don’t panic - thermals can be found and can help 
you. By paying close attention to the water you should be able 
to make out some strange ripples in the sea. Passing over them 
boosts your height and allows the return journey to the cliff 
top where the landing area awaits and a big score can be 
clocked up. 
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LaKE lUnOERmERE 

Event two. Jet Ski. Rad. I’m sure. Now I have done this and 
quite a lot too so it came as a great surprise to discover the 
computer orientated version of this popular pastime bears no 
resemblance to the real thing. To turn, ( in real life) you keep 
the power firmly on and throw over the column. In Cal II you 
back off the throttle and flick the joypad. Hmmm. 

The course you try to throw your humble Kawasaki 
around is a pretty involved slalom affair with several jumps and 
hop areas to score vital points on. To 
score these points you either leap Into 
the air doing the odd 360 or just grab a 
bit of air and throw a quarter turn. 

These can be worth anything from 500 
to 10000 points. 

Time it right, though, as being just a 
few degrees out means missing the 
points and normally missing the course. 

Should you wander too far from the 
buoys the game terminates that little bit 
earlier. You can do your bit for the envi¬ 
ronment too by picking up rubbish on 
the way. This not only makes the surf a 
lot safer for the likes of you and I but 
deals out much needed points. To do 
this, just press the B button to reach 
down and grab. The course is pretty 
complicated, with the check points situ¬ 
ated on the corners to avoid the tempta¬ 
tion of clipping the track. 






mm mm 
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Too Cool! 
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Too Cool! 








There is nothing like 
strapping on 1.5 
metres of fibre- 
glass then 
punishing yourself. 


45800 


Tru 


eiMk* 






It's the half-pipe at 
Tignes! Oh no, hang 
on maybe this is Just 
a game and the 
stunts are easier to 
perform. Then again... 


Seven... I'm In seven... Good old "sell- 
a-game" Mode seven pops up to 
the Jet-ski section with 360 
table-tops and other rad fea- 
Don't wander too far from the 
course though or its curtains. 


PEaK DISTRICT 

Mt. Shasta is some drop. Any experienced Snowboarder would 
tell you to leave well alone. Not so for these rad Californians. 
That hill is there to be conquered. The best way of getting 
down a snow clad mountain (safely) is with a rope, a helmet, 
some heavy padding and the odd overnight stay. 

In Cal II, however, you must strap 1.5 metres of fibreglass 
to your feet and speed down the moun¬ 
tain at a silly speed. As you descend, var¬ 
ious landscape features pop up to greet 
you, namely logs, rocks, sods of turf and 
the odd sheer drop. 

Now colliding with these is terminal 
man, so jump up and clear the path. The 
sheer drops can only be negotiated by 
timing the jump perfectly. 

About four falls will be tolerated 
before the computer tactfully asks you 
to vacate the area. 

Negotiating the mountainside Is 
only half the battle. Once near the bot¬ 
tom, an ice half pipe appears for you to kick the tail and grab 
air. Performing stunts will prove points-worthy, again depend¬ 
ing on the difficulty of the action. Recommended are the hand 
plant, board slide and aerial kick turns. The clock ticks away so 
cram as many in as possible. Zak, your computer 
host, comments on the accuracy and announces 
that time has expired. 

You exit the Ice pipe to an alarming reality. 
Not only has the snow faded away and the grass 
seems to be lush and green but you are still on the 
snowboard and heading for the bottom. 

Now you simply avoid the snow patches, logs 
and other annoyances to cruise off the mountain 
completely and end up not more than a few feet 
from the sea. I’m not kidding. 
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You are lucky 
to find a car 
park in 

Britain. In the 
US, there are 
custom made 
a(;iuapipes! 


HANDPLANT 


HIGH PIPE JUMP 


360 AIR 


OLLIE 


UP SLIDE 


HaLF Pipe HaLF ujit 

Bit naughty this. Sneak into the aqueduct and travel at unknown 
speeds pulling of these all Important performances on the 
trusty skateboard. This really is silly. The magazines rave on 
and on about full pipes and half pipes and how just rad It would 
be to pull one off. You would have to be stark staring mad to 
attempt a full pipe. 

I know, I tried it once. Got 
three quarters the way up and 
decided against the Idea. 

Multiple bruises later I 
still don’t regret 
the decision. Cal 
Games 11 makes all 
this dreaming a 
reality, not only can 
you whip down the 
pipes but you may also per¬ 
form hand plants, board slides and the often 
derstood Ollle. 

To pull off the big one gains you nearly 15000 
points. Now I’m not going to tell you what this is 
suffice to say the danger level increases by a factor 
of ten and to achieve It puts a certain amount of 
smugness in your day. I did it. So there. How 
chuffed? Lots. 

To gain yet more speed in this 
perilous position simply pulse from 
left to right and wait for the right 
moment. The course you have to travel down is pretty much 
uniform with equal opportunities to execute each manoeuvre. 

There are no fancy screens at the end though, 
just a simple fade and the usual 
10000 bonus. 
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PIPE WRAP 




Frank O’Connor 


O n first impressions, you may 
be tempted to reach for the 
sick bag. Some of the graphics 
in California Games 2 look decidedly 8 
bit. Fortunately, the gameplay makes 
up for this in no small fashion. But 
don’t get me wrong, it’s by no means a 
classic, it just pia/% a lot better than it 
looks. The events are just about varied 
enough to keep your interest going, 
but this may well wane If you play the 
game alone. Like most sports games, 
this one is best enjoyed when compet¬ 
ing against a friend although, sadly, 
you must take turns rather than com¬ 
peting simultaneously. This is far better 
than the PC game on which it’s based, 
but that isn’t really saying much. Check 
it out if you’re desperate for some 
Baywatch related thrills. 
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BOoysuRF. man 

In America a new craze is sweeping the land, er I mean coast¬ 
line. Not content with throwing themselves on the beach via 
planks of seasoned wood, the young people of today lie on 
their stomachs and travel the pipe and gleam the cube! 

This seems the easy option till you see exactly what they 
do while on the crest of a wave. This is serious fun. Flippers to 
paddle out and control their speed, hand gloves to roll over 
and submerge the board. These cut down boards are much 
more manoeuvrable than their bigger brothers and equally 
impressive to boot. Once moving you can pick a whole series 
of high scoring moves ranging from a Cut to a Double of the 
Lip. The entire performance hinges on your ability to climb the 
back of the wave and take a risk. By risk I mean getting it 
wrong could mean falling off the back of the wave and an early 
retirement. Buttons involved are the directional pad, the A and 
the B button. For safe bodysurfing see the box on the right. 





Everything looks calm 
then hey! Someone 
switched on the wave 
machine and put a load 
of California chicks on 
the beach. 


Now don't go think¬ 
ing that when the 
wave drops it is all 
over. Your way off 
the mark as you 
now must cruise to 
the beach in one 
piece and with not 
a hair out of place. 






TooCMt! 


Paddle out and strap on 
the flippers for some 
off-the-lip fun. I bet you 
never thought you could 
have so much lying down 
eh? Ho Ho. 


a eah! I liked it. The graphics 
aren’t anything special but who 
cares? At least the setting is 
interesting enough. Let’s face it, 90% of 
all Super NES owners are going to 

interested in at least one of these StGl/G 3'theirton 
games. Those not too keen can just run 
along and play their Wordtris in peace. 

The graphics, as stated previously, are 
nothing to scream aboUt butt they do 
seem to be a direct descendant of a ^ 
computer based product. What about 
the sound? Hmm. The tune is desper¬ 
ately annoying and warrants a swift * 
sound cut - it definitely doesn’t sell the 
game by any stretch of the imagination. 

And as for the playability? There’s plen¬ 
ty. Up to eight players can join hi the •! 
fun. Yes, eight! This says loads to me , 
because not only can everyone join m 
but what you play is darn good fun. 

Every event, although hardly captbring the true spirit of things, is pretty exciting. 
Perhaps the comments from old Zak in the corner are a tad annoying. For example, 
"try something else" tends to burn a hole in your brain after only a short while. 
What when you finally master a difficult manoeuvre and all that. California Games 
II is not a classic but it’s certainly worth the money. 


StGi/e athiGrton 


sonics_7H% 

GaniePLay.........8E% 

.a5TaBiLiTy...80% 
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WORK YOUR SURF 

Barrel Roll Climb the wave and 
press B and RIGHT at the crest 


OtdX Climb the wave press IIP, then 
release at the crest* 

Off the Upt start the Cut but 
instead of releasing at the crest 
press B* 

Revene Off the U|K Again 
start the cut but press B and 
RIGHT at the crest 

i Doable Off the Upi start that 
cut then just press A and RIGHT 
at the crest 

There you have it No doubt you 
have figured some considerable 
timing is involved but panic ye 
not It will gel at the right time* Do 
not repeat a move more than 
about three times* 
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O ne of my earliest recollections of family life is 
my mum screaming and shouting at my dad. 
We were playing Monopoly and my mum had 
landed herself with a massive fine and was selling ofT all 
her stock to my dad - who had suddenly transformed 
into one of those old silent movie villains. 

So there I was, sitting in the kitchen, legs dangling off the 
chair with my mum in tears and my dad running around with a 
cape and a twirly moustache. The game fell apart, my dad was 
claiming he’d won while my mum 
was packing her bag. My brother 
and I just continued abseiling down 
to the linoleum... 

However, I’ve loved Monopoly 
ever since and I challenge anybody 
in the world to play as badly as I do, 
for 1 just revel In the trauma of it all. 

Taking ail this into account it’s 
not surprising that I snatched this 
game up for review. It was 


The flip side of suc¬ 
cess, You’re broke, 
you’ve been banged 
up. You’ve lost, man. 


inevitable that the greatest 
and most popular board 
game in history would be 
brought right up to date 
using the latest technology. 

It’s been left up to me 
to find out If this conver¬ 
sion from cardboard to 
ROM board works. 













PRESS A TO ROLL 
SELECT FOR MENU 


nmlBti^RsiiePliil 

ifHsItn, WestYarfcs 
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The Chance €ard« Every time you land on a chance card some cash related 
happenins occurs. Here we’ve listed some of the nicer occurences just to pro¬ 
tect you from harsh reality - but they’re not all good. It’s a chance. 



!lou Have Been 
ELECTED 
CHAIRMAN 



61 /GR PLayGD monopoLy? 

The idea behind monopoly is that the players traipse around 
the streets of their capital city buying up property and suing 
anybody who trespasses. People all over the World play 
Monopoly and in each country it differs. In Britain the most 
expensive property Is Mayfair and the cheapest is Whitechapel, 
whereas in France they are Le Faire de Mai and La Chapelle 
Blanc (or something like that). This, however, is a US import so 
all the streets are American and the currency is dollars. 

The playing area is a square board, or in this case a screen 
packed with properties, train stations and Chance and 
Community Chest spaces. When the dice is rolled your piece 
is counted around and you must act according to where you 
land. If you land on a plot of land then you can buy it, but if It 
already belongs to someone you must pay the fine. 

It is also possible to buy railway stations, water works and 
power stations. If you land on Chance then a number of things 
can happen, you can receive monies, 
pick up a Get Out Of Jail card or even 
be sent to jail. Landing on Community 
Chest is much the same as landing on 
Chance but involves other players in 
the financial gifts, such as instructing 
them to pay you on your birthday and 
the like. 

The worst box to land on is the 
one with a picture of a policeman 
blowing a whistle. If you land on this 
square, ‘Go directly to jail, do not pass 
GO, if you do pass GO do not collect 
£200.’ An income of £200 is received 
every time you pass GO, though you 
might just lose it - four squares after 
GO Is the Income Tax square, that 
will cost you £200, or even worse 
10% of your current wealth. 

The winner Is the person left 
playing after everybody else has gone 
bankrupt - that’s Capitalism for you. 


Advance Loken 
Eo the nearest 
road and 

Sf.f”’'’ 
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Property spe€ulation is fun! 























































































SUPER EXTRaS 

There are some changes to the board game here, along with 
the fact that you don’t use a board. These are mostly found on 
the Options screen. For instance, there’s the opportunity to 
Set Cash, so you can change the amount of cash everyone 
starts with (in the board game it is set at £ 1500) but it never 
occurred to me to change this. You can also Assign Properties 
to players before the game starts. You can Place Tokens for 
the start of the game. If you Assign properties you can Place 
Buildings, play a Short Game or Load a Preset Game. 

The preset games (there are 12) all have titles, such asits 
a Start, Building Shortage and Short and Sweet and ail of them 
are set for four players with each having different properties 
and houses or hotels. 

In short, all the optional extras that are available on the 
Super Nintendo version of Monopoly could have easily been 
implemented on the board game — it’s just no-one thought of 
them before. The other major changes are that the Super 
Nintendo Monopoly cartridge takes up less space than the box, 
has no dice but costs a lot more. 



COMMUNITY 


CHEST 


COHMUNITS CHEST 

SCH(lfll_ TAX 
Cll 


ADVANCE 
TO GO 


rci 




f OI 


The Community Chest No, It*s not the place where your Poll Tax ends up* 
This works in much the same way as the Chance cards* The cash fun, however, 
sometimes includes paying or being paid by other players (see bottom right)* 


CHEST 


COHMUNITS 


COMMUNITY CHEST 
DOCTOR'S FEE 
PAO SSM 


Gr-and Opes 
Open i 
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After you roll you are 
presented with an 
animted sec^uence of 
the Monopoly Man. 


aoi/anTaGE sties 

When playing Monopoly on the SNES you have to make all the 
same choices as those in the original. One of the first and most 
difficult choices is selecting which lead character you want to 
move around the board. There’s the top hat, the old boot, the 
scottie dog, the wheelbarrow, the man on a horse and the 
thimble. And it’s really difficult to decide which you want to be. 

When you’ve made your choice and picked the charac¬ 
ter/object that took your fancy then every time you move it 
comes to life thanks to the wonder of animation. The dog gam¬ 
bols, the wheelbarrow wheels - I could go on but I’m sure you 
understand the concept. 

The background to this action is made up of whichever 
place you are heading to so that you can have a convict racing 
behind your speeding sports car, dragging his ball and chain or 
a For Sale sign letting you know that the land you are 
approaching is up for grabs. 

Some of the other tweaks to the original, included a jail- 
break sequence, an auction complete with a gavel basher and a 
‘SOLD’ sample. There are also full screens covering individual 
property deeds, all owned property along with the owners and 
a DEAL screen where you can exchange property for property 
or cash with another player. 
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Monopoly was invented during the bleak 
days of the depression (that’s the 
1930s, not the 1990s) in Germantown, 
Pennsylvania. Charles Darrow made it 
by hand and sold a few copies to his 
friends and then later to a local store. 

Eventually demand for the game 
grew so rapidly that he could not keep 
up with it. It was at this time that he 
decided to approach Parker Brothers 
who then acquired the rights, the year 
was 1935. 

It might have been shrewder of 
Darrow to get a loan and produce the 
game himself because since 1935 
Monopoly has just got bigger and bigger. 
It is one of the most popular games in 
history and is available in 23 different 
languages and published in 32 different 
countries under license. 

The Super Nintendo version of 
Monopoly is merely one more event in 
this massive game’s history and marks its 
entry into the technological age. 

Monopoly, for what it’s worth, is 
also my favourite ever board game and if 
you’ve never played it with friends and 
family I suggest you throw out your 
Trivial Pursuit post haste. 


tie s <»« 

riTR THE BANK 

S A TO SELECT 
lESS B TO QUIT 


MHO OM T TaCI^NC to 
#l*A^M0 ^ \ 

SM: 

>1 I Ml S r; -. . 

Ill I I'I Sill ' • ' 

AliANlin 
IMR'I ANNI 


^ 200 
^ eoo 
$1^00 
SI zoo 


HOUSE 
HOUSES 
HOUSES 
HO 11 ST S 
lion 1 i 

I UAI 111 


KIIKIf.AL_ 
IfiJtlSI S t IIS I 

oin s S 200 

PRICE 
OMNCR J 
PRESS A TO 




The Chance 
cards look like 
a ^iant wafer. 


When playins asainst the computer you are 
given the choice to play against one or more of 
the following characters. They serve to 
dictate the skill levels of the game. 


GARYCANT 

This smoothy actor can’t really 
pull off a deal to his own advantage 
- he's not a pushover but his 
weakness lies in his dreaming of his 
middle class roots. 


MEDITERRANEAN AUENUE 


BETiy SUE 

Very pedantic about detail. Bet usu 
ally misses the wider picture* She's 
Elizabeth's secretary but that is the 
only real link between the two* 


BILLY BO^ 

BB sained his business sense by 
workins in oilfields - a bit like me 
telling you I was taught how to 
juggle by a man with no arms* 


MARY ANNE 

This is more like it* Dumb as 
they come, if you can't run off 
with the loot when you play against 
this lass you might as well stick to 
shoot 'em ups* 


Thie is the priir 
property, the 
Mayfair of the 
yank ^ame and 
just as pricey. 


Once you own all the 

cards in a set you can build some property on that 
plot The houses come in a lovely mint green* 


I f you work it all out. for the - 

price of this little number you I VmI I 9 

could buy about two versions of 
the real thing. Oh and a travel " 

magnetic version thrown in for ^ 

good luck. The only attraction is StGl/G SthG^rtOPI 

maybe the presentation which has 
that original sort of 40’s feel, what 

with the steam railroads and all that. Graphically it i^'t half bad, the animation 
sequences are great with a few surprises that you might only see a few times while 
playing. This little elemeitt means you. almost v\^nt to loose that million you earned 
just for a laugh. Then again If I remember the games I've played there is little 
laughing and more sarcasm at the Mayfair and Park Lane owner. Qdite right too. 


r il Bi 

'>M.r 

mm 1 

\ 


mm 







; ;} 

! '] 


;i 

1 k 4 





li 

i; 


L 

^ ^ r 

[; 

, * H 

i; 

. jls 3- 
















































WHO’S WHO 


ELIZABETH 

This lady is the toushest opponent 
youTI face - a battleaxe of immense 
proportions. She inherited a fortune 
and has become very bis in 
Newport - she'd be very bis 
wherever she went. 

JEEVES 

This pensuin suited ex-butler earned 
his dosh by keepins his ear to the 
Sround in the mansion. He's very 
British (so he can't be all bad) but 
he does tend towards deviousness. 

The oblisatory software sex symbol 
Amanda is not the bimbette she 
misht at first appear to be. She 
yearns for the finer thinss in life 
however and money burns a hole in 
her pocket. 

§^ULIE 

Lowlife hood Paulie is one to watch 
- he'll rip you off if he spots the 
merest opportunity. He's not the 
shrewdest of opponents but he has 
that wide boy edge. 






Go to jaiL The most feared square in the same. Land 
on this and you'll spend the next three soes in chokey. 
Buy yourself out, roll a double or use a Chance card. 



I love Monopoly, however I cannot 
work out the advantages of buying 
this version. It certainly makes a 
change from the other games that are 
currently available and if the only ver¬ 
sion of Monopoly available was the SNK 5 j ITI OFl KirrSFIG 
one then it would be a 'must buy*. 

However, it is widely available, there is 
a perfectly good 3D version, it's made 
of cardboard and it co^ts well under 
£50. If there had been many changes to ^ 
the Monopoly format then I’d be com¬ 
plaining all the way through this review 
about how you can’t fix something that • * 
is not broken. Luckily, nothing has real¬ 
ly been changed but certainly nothing 
has been improved upon either. I don’t 
know what it’s missing, although I reck- * i 
on a mode seven 3D board that you . I 
could swoop across would look nice. 

One major loss here is that you and 

your pals can’t cosily huddle arouhd the monitor screen with a few drinks as you 
can with the board version. What’s even worse is that you can’t steal money out of 
the bank when no one’s watching. 
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6TUPY 
Well yes, it all 
looks all cosy 
at the 
moment but 
don't forget 
to clean up 
the blood 
Hastings. 


6TUDY 
Right, assem¬ 
ble the facts 
and all that. If 
the revolver 
wasn't here 
then... 


amERican 


CONSERVATORY: 

Yikes! No wrench either! 


HALL: 

Old Plum looks a tad dubious. 


■ PfoF . Plufi Mas 
i in the Ha 1 1 . 


CONSERVATORY: 
This is a serious 
tour of duty you 
have to take. It’s 
just a pity that 
in every single 
room you visit 
there are people 
that you must 
accuse of com¬ 
mitting a 
heinous crime - 
murder. 


BALL¬ 
ROOM: 
Hmm... it 
ail seems 
a tad too 
c^ulet fo 
my liking. 
I'll bet a 
misde¬ 
meanour 
has 

occurred. 


* Candlestick was 
the Studi# . 


I lue. I remember this one 
- It was always the game 
Uhat was brought out on 
a rainy day during the holidays. 
With hindsight, it was one of the 
best board games I ever played 
along with Monopoly. Now th^se 
two games have something in 
common. Firstly they are both 
reviewed in this issue, and sec¬ 
ondly they both bare the design 
of the most famous board game 
company in the world. 
Wadding... urm Parker Brothers. 

Clue should read Cluedo 
because we are British. Oh, and we 
invented it. 

Trust our American friends to 
bugger it all up by making it into a 
sellable commodity and marketing it 
just right then making a film of It all 
and making loads of money. That’s 
flaming typical. 

It was way back In 1946 that a 
solicitors’ clerk from Birmingham pre¬ 
sented the Idea of a mystery detec¬ 
tion game to a large game manufac¬ 


turer. The panel liked it so much they bought the rights 
to it. 

The idea of the game, In case you didn’t know, is to 
deduce a murder by discovering the culprit, the weapon 
and the room in which the dirty deed was carried out. 
This is done by moving around the house by rolling dice 
and assembling the facts by a process of elimination. The 
original board game Is set at a single level of difficulty 
while this conversion has allowed for several hardness 
levels. Start at the bottom and work your way up. The 
final and most difficult scenario is some challenge I can 
tell you. 
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LIBJftARY 


HALL: 

How many 
weapons 
are involved 
in this 
affair? If 
the knife 
was found 
in here 
then... 










































































































































KIXCHfiN, 


trance. 


PINING 

ROOM: 

This Mrs. 
White charac¬ 
ter seems to 
be cropping 
up rather a 
lot at the 
moment I 
think I shall 
point the 
blame in her 
direction. 


PINING ROOM: 
A lead pipe! A 
dangerous 
weapon indeed 


KITCHEN: 

Not a lot appears to be happenning In 
the Kitchen. Even though it’s where 
most household accidents happen. 


LOUNGE: 

I am now c^uite convinced not a 
lot happened here. Put don't 
quote me on that. 








start on the easy level. 
This is sound advice, 
especially if you know 
nothing about how to 
play Clue. Having the 
negative clues will not 
help you as you decide 
on a system for solving 
the crime. Blocking your 
opponents from entering 
rooms is another good 
tactic. This is especially 
relevant when all the 
characters have been 
eliminated and you all 
think you have deduced 
the guilty party. 
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Fancy yourself 
as Clouseau? 


DEaOBODDSI 

For the past 40 years Mr. Boddy has been lying 
dead. This has been taking place about five 
times a day since according to sales figures and 
the quest for the killer has become a national 
pastime in several countries. 

The object of the game is simple. The die 
is rolled. You move your selected icon the 
correct number of spaces and you enter 
rooms. It is in these rooms that you may make 
the “suggestions”, based on collected circum¬ 
stantial evidence. The trek around the house 
reveals the clues about who was where and 
with what, etc. 

Twice during the game you may hold an 
“interrogation” to prove the innocence of a 
person, a place or an object to eliminate them 
from the proceedings. Only once can you 
make the final “Accusation” and state the 
result of the investigation. If you are correct, 
you win. You don’t have to jump in the deep 
end straight away as there are several levels, 
making the deduction easier. 

The amateur level makes the clues obvi¬ 
ous, like “Mr. Plum had the rope”, this means 
the investigation takes on a yes no affair. Later 
levels introduce the “negative clue” such as 
Miss Scarlet wasn’t in the Lounge”. 
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BALL¬ 

ROOM: 

It all eeeme 
to be 

pointing to 
a crime 
with 
wrench. 

Who and 
why is still 
eluding me. 




HALL: 

As you slowly 
ponder the 
facts and tick 
each suspect 
off your list, 
the culprit 
eventually 
makes an 


PINING ROOM: 

Oh no! Another cast 
iron theory bites the 
dust. Damn pipe. 


ALL 


DIKING 










































































































































‘Nintendo’, ‘NES’. ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 








OH. THE LIGHTS 
Hai/G Gone out 

Even the latest technology has flaws. The 
fault here between Clue, the computer and 
your good self appears to lie at your feet. 

You just can’t remember anything. 

So, to combat all this inadequacy, the 
educated people at Parker Brothers came up 
with an astonishing development. Paper. Oh 
and a thing called a pen or pencil. 

You basically turn to the centre pages 
where a layout Is provided allowing easy 
access to all your clues’ proceedings. 

To be quite honest, this is a great idea. 

If only I can find a pen that Is. 

Every time you make a suggestion a scene is displayed for you, 
known as a vignette. I knew that. 

The vignette lets you see the various parts of the deduction 
that might be right, for instance “the knife was in the dining room’’. 

Don’t forget that everyone else can watch these too so maybe 
once in a while you can throw In the odd red herring to mislead the 
others while you get nearer the truth. 

Getting everything wrong and making a false accusation means 
game over and instant expulsion from the game, although getting it 
right puts you up there with Holmes, Poirot and Clouseau. 


IRISH STeUJ 


The centre pages of the 
manual contain a check-list 
which when used correctly 
will open up the entire case. 
Easy levels only give easy 
clues so train hard on your 
personal system. 


M»- s . Mh ■ t: e h a d 
the Wr-ench . 


j 
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Getting it right allows the 
whole murder scene to 
develop before you. 


I was 

right! That 
wrench did 
have 

something 
to do with 
the das¬ 
tardly 
deed! 


Simon Kirrane 

n ow Tm no inspector Poirot but 
I know my stuff. I enjoyed the 
suspense of sussing out the 
murderer in the game but couldn’t for 
t|j)e life of me see the advantages of 
playing this on the SNES when you can 
play it as a board game. The board 
<game is a lot mor^ user friendly than a 
monitor. Gamewise there is very little 
to complain about; let’s face it Clue has 
been around a lot longer than I have - 
so there’s no doubting its worth as an 
entertaining game - it just seems to 
defeat the object of having it as a cart. 


i She der 11 5 # 
iheFtred t:he Mrench. 


That stu¬ 
pid Mrs. 
White. Talk 
about 
being obvi¬ 
ous about 
the whole 
thing. 


MQnni 


lies. I don’t know why more of th| 

multi-player games don’t end up on the Stiei/G Sth^rtZOFl 
SNES as they really are fun. I know 
Wheel of Fortune wasn’t exactly any¬ 
thing worth shouting about although 
the family bonding element was always 
present. The difficulty selection makes ^ 
the game slightly more of a challenge, 
and the negative clues make for a very 
hard game. There is of course no way 
around it, but having to ask everyone 
to turn their backs or leave the room 
while you view the cards dealt to you is j 
asking a bit much. I understand human * 
nature - I know I would look. Clue has , I 
the feel of the original board game, as I 
does Monopoly. By not jazzing the 

whole game up with needless, sill/ hi tech graphics you do get the “olde” feel, but 
you can’t help but cringe a little at the American interpretation of the game, after 
ail being a “gumshoe” is not my idea of a jolly wheeze of an evening. I’d rather be 
James Anderton. 


sonics_ 75 % f ._1 
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Ohh... Not 
only do 
you get to 
solve the 
murder 
but you 
have the 
chance to 
rub every¬ 
one's nose 


MiJ I e 






he Mou I dn' t: 
ake i t: any 




OF CaRDS 

^ six players can play the game at 
once - k is erf:course possible to play up 
to five cesnputer opponents instep but 
that would be silly. After all the comput¬ 
er knows who did it so it’s just humour¬ 
ing you. Patronsing load of silicon. Hey, 
how about selecting six computer oppo¬ 
nents? VA^tcK the computer try aad 
solve the mystery by itself, despite it 
afr^dy knowing the answer. 

Everyone is dealt some cards at tbe 
banning of t he gam e which cemtein 
some feces, a few weapons and the odd 
location in the house. Because th^e 
have been d££k to you dien they are 
not the actual cuipntt which have been 
retained so they can be crossed off the 
list. It is th^e re&ined canfe that con¬ 
tain the actual scenario for you to deduce. 

Now don’t forget that you cannot-see your adversac^’ cards so you must elimi¬ 
nate what you can as you move around the board Now tfih is whQre CQaapi^ tech- 
no^y meeB 4(rs board game devefepment. Ttio^only way gfriew^ your <ards in 
private is to ask everyone to look away from die scre^- ^^h gght. Uke no-bne is 
going to peek at the screen, f know I would. 

Of couxse, if you are playing the computer you will h^ve to trust that the 
machine hasn’t p^ked at your hand. Oh, and It knows who did it anyway and will 
prob^ly let you win. Patronising piece of plastic. 


Mrs. I4h i tie quielrltj 
tidied up 
f:he Ballroon. 
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T he regulation plot of The Hunt For Red 
October (the one used in both the book 
and the film) follows maverick Russian sub¬ 
marine Captain Markos Ramius. The year is 1984 
and disaffected with Communism he decides to 
defect to the west - not normally a matter of glob¬ 
al concern, but Captain Ramius has decided to take 
his state of the art prototype submarine with him. 
Enter the Red October. 

Revolutionary in design, the Red October looked set 
to turn up the heat on the cold war. Equipped with a new 
cavitation drive the sub avoided the problem of being 
tracked by its wake. So in theory it 
would be possible to park the boat 
up just off the coast of America 
loaded to the gills with armed 
nuclear missiles - if hostilities did 
break out the Yanks wouldn’t know 
what had hit them. 

Obviously, Captain Ramius’ 
defection has caused a bit of a stir 
both with the Yanks and the 
Ruskies. Both sides are eager to 
collect the Red October but at the xhie is the scene 

same time are adamant that if they it's not bad thoi 

can’t get their hands on the ship ed 10,000 feet d 

then they will blow it right out of though they are 

the water. 


teHo: “I 

i ^ ma : 


This is the scene that will greet any unfortunate submariners, 
it's not bad though. Here it is a massive nuclear sub it's ground 
ed 10,000 feet down and all your lads are swimming around as 
though they are in Oldham swimming baths’ baby pool. 


It is important to keep an eye 
on your weapons stock at all 
times and not to waste any. 
Initially your vast array of arms 
may well seem dauntins with 
every button firing off some 
kind of missile. Simply learn 
what the buttons do and take 
aim. Using a flurry of SSMs 
every now and then will rid 
you of any surface craft coming 
on screen as well as destroying 
any subs that are travelling 
above you. When on the later 
levels, save your electronic 
counter measure until the 
screen is chokablock with craft, 
then blow then apart before 
you run into them. 


lamewcanl 



Tkuks ti Ciiiole Pin 
itHaltn. WestYirks 
for sipplyiii tlie 
rnini canniie. 
td; 0532 500445 


rei/ieuied by 

Simon 


A gripping and fntonso naval, filiad wiih plai and fnirljpue* A 
blatkbusilng film pa€kad wiih a€iian and advantara. So baw 
faiihfally daas iha gama faliaw iis prada€assars? is i§ a haari 
slapping, fingar pumping rallartaasiar of a pradusiian? 

Hand an* 


The grey ball in front of you flashes blue and powers you up 
If you reach it. 


The sub sunset icon whisks you up to the surface to take 
the enemy face to face. 







f-im- 
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An enemy war¬ 
ship steams 
towards you. 


Enemy 
Submarines 
surround you, 


The ships 
parade before 
they attack. 


A deadly Helicopter, 
Watch out for their 
missiles. 


This is the 
mighty Red 
October. 


This displays 
your torpedo 
count. 


The amount of 
time you have 
left for using 
the cavitation 
drive. 


Your SAQM 
count display 
is here. 


This shows 
where you are 
damaged. 


To the left are your 
bombs and your 
SSMs are on 
the right. 


This shows 
you how many 
ECMs that you 
have left. 


This displays 
your damage 
rating as a 
percentage. 


The first section deals with Ramius’ defection. You are the Red 
and it’s your job to flee from the massive Russian fleet that has 
been sent out to give you a thick ear. This is a left right 
scrolling shoot ’em up section where you have to avoid all 
manner of craft. There are different classes of subs, patrol 
boats, helicopters and jets all nipping around the screen trying 
to blow you up. 

After this first part, however, the plot of film and book is 
lost. There are four new sections which cover events from 
destroying an evil gun runner’s lair to escorting a cruise ship. 
You are also given the chance to defend oil platforms and blow 
up an underwater biological weapons plant. 

The penultimate task is to disable a terrorist destroyer 
while dodging an undersea volcano and then find a coastal gun 
point and blow it to hell. 

The game ends with your return to Russia where some 
nice guys are steeling themselves for the overthrow of the 
Russian old guard, hard line traditional communists. 

Now if you’re a fan of either the film or the book and 
none of this is ringing any bells, don’t worry, for all these 
events have been created to enhance your gaming fun and give 
you the chance to get to grips with the Red October, the 
mother of all submarines. 
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Loaoeo TO thg gills 

What a babo this boat is. She’s got everything you could ever wish for in a sea battle. 
She Is as deadly as she is silent and about as full of weapons as Rambo was of steroids. 

Along with her stockpile of nuclear weapons there are a plethora of conventional 
arms to fox and foil the enemy with — no matter what comes at you, at the thumb 
flick of a button it’ll be sleeping with the fishes. 


I Torpedoes 

Every submarine has torpedoes and 
I this sreat black shark is no excep- 
tion« Released by the Y button these 
fire out directly ahead of you« You 
I can use them for clearins the way 
destroyins anybody in your path« 


I Surface to air missiles 

, SAMs are always popular in wartime 
and these are used by old red to 
I shoot planes and the like* The X 
button launches these and they fire 
vertically out of the sub* 


Bombs 

These are found under the B button* 
They drift slowly down to the sea 
bed and if you’re bombins a moving 
target then you’ll have to get your 
I timing right* They are handy for any 
offensive situations on the floor of 
the ocean* 


SSMs 

Difficult to pronounce this one, it 
stands for Surface to Surface Missile 
- a favourite of any submariner who 
is trying to obliterate offensive posi¬ 
tions on land or at sea* The missiles 
fire skywards (use the A button) and 
then arc dovm to their targets, so 
^ loose off about three or four every 
now and then to pre-empt anything 
scrolling on from the right* 


Along with this gallery of death and destruction you have two devices that help you 
out in a more peaceable way. 





In real life these consist of all sorts 
of devices thought up to fool the 
enemy, from jamming their radios to 
making their missiles think you are 
somewhere else* In The Hunt For Red 
October they consist of pressing the 
SELECT button and watching a ring float out of the sub* The ring lasts for a few 
seconds and while it is on screen the enemy stops firing at you* 

CwilBtiM diiw 

This is a legacy of the film and the book* Its development and implementation 
was the hinge of the plot, as a virtually silent sub could cause a great shift in 
the division of power between America and Russia* It is activated with the R 
button and stops the enemy from tracking you* 

Finally, by pressing the L button, you can reverse the direction in which you 
are travelling* 






Frsnk O’Connor 

I think Simon may have been a bit 
generous In his appraisal of this high¬ 
ly amusing disaster. In terms of rele¬ 
vance 'to the plot, this must be the 
Voorst movie tie in of all time. Even a 
bunch of chimps could have come up 
with something that resembled the 
^original movie more than this effort. 
Even judged on its own merits, this is 
an ugly shambles t)f a game. Cluttered, 
messy and thoroughly unplayable are 
all terms that spring immediately to 
nynd. It also has the dubious honour of 
worst ever soundtrack. Utter rubbish. 
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1 □ THinGS you PRoeaBLy 
Don’T KROiii aeouT subs 

1. They were first used in conflict during the American Civil 
War - early prototypes were highly dangerous and at times 
carried bombs on poles from their bow with which they would 
ram enemy ships. 

2 . U-Boats (Unterseeboote) were the terror of the allies dur¬ 
ing the Second World War sinking hundreds of merchant ships. 
So great was the threat of the U-boat that special ‘narrow 
beam’ radars were developed as well as a high frequency direc¬ 
tion finder that could locate surfaced U-boats making radio 
transmissions. 

3 . Today’s nuclear submarines can circumnavigate the world 
without surfacing and blow up targets 9000km away. 

4 . To become a submarine commander in the Royal Navy you 
have to successfully complete the Perishers’ course in Scotland. 
This is widely regarded as one of the toughest naval courses In 
the world. 

5 . Many submariners have a similar and recurring nightmare 
while at sea. Known as the ‘coffin dream’, men wake shocked 
and confused in their cramped bunks believing they have been 
buried alive. 

6 . The largest submarine in the world is the Russian Typhoon 
class sub - 172.75 metres long. The American equivalent is the 
Ohio class which Is 171 metres long and has a complement of 
133 officers and crew. 

7 . Mini submarines were used during the Second World War 
to enter heavily guarded harbours and sink the anchored ships. 
In 1941, one year before the bombing which brought America 
into the war, a Japanese two-man sub entered Pearl Harbour 
but did no damage. 

8. There was uproar recently when a Royal Navy submarine 
drowned the crew of a fishing trawler as it left Its Scottish base. 




9 . ‘One of our Submarines’ was a minor hit for Thomas Dolby 
in the early ’80s. 

10. Russian submarines put the willies up the Finns during the 
’80s when around 450 were beached off their coast during 
‘manoeuvres’... allegedly. 






No, no, no, no, no! This is one of the 
dullest games Tve ever played - it’s a 
real dog. The graphics have nothing 
spectacular to offer and although the 
sounds are fine the music is weird. 1^ 
has nothing to do with the film or the 
gameplay for that matter. What we 
appear to have here is a film license 
that is hoping to take a free ride on the 
movie’s popularity. What’s more they 
would have got away with it, if it 
wasn’t for us meddling kids. The one 
place where the game might have 
achieved redemption could have been 
the periscope modes. Every so often an 
icon is found on screen - sail over it 
and the sub surfaces. What now foliows 
is a change in perspective so that all 
manner of ships, planes and helicopters 
come racing towards you. Control the 
on screen cursor to take aim and then 
blast them out of the water. Thcs^ levels are compatible with the Super Scope and 
although it is easier with this the game is still not that much fun. The change in 
perspective and more intense action do grab your attention but this is only a sub 
game (no pun intended) and it isn’t worth trawling through just to get to it. A case 
of dive, dive, dive. 
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This could change Super 
intendo gaming forever 






H oi^by Hobbi^^e about 
to unleash a devastating 
new peripheral. This 
spanky new piece of let wil I change 
the way ycm use youl Super 
Nintendo as welt as the way you 
buy games^What is this device? 
Try this on for size; an 8 bit NES 
converter for the Super Nintendo 
Entertainment System! 

This being the April issue and every¬ 
thing, you may think that this is some 
kind of practical joke. It Isn’t - seriously! 
We’ve seen it working and it really does 
what it boasts. Plug the Hornby 
Superdeck System Converter into the 
Super NES, shove a British SNES game 
into the back and stick an 8 bit NES 
game into the front. 

In appearance, as you can see from 
the photograph, it resembles a 
Jap/American converter gone horribly 
wrong. The colour coding will almost 
perfectly match your Super NES, the 
unit fits flush and it feels solid. 

The final version, due in early 
Summer, will be better looking and will 
incorporate two extra slots. It’s very 
wide and covers around half the area of 
the console’s surface. 


This Japanese RPC is one of the 
World's best selling games, now 
you can play it too! 




Turn it on and you will be 
greeted with some nicely 
presented guff about what 
to do next. Select the 
game you wish to play 
from the option screen 
and away you go - 100% 
compatibility with the old 
Nintendo system. 

There are a couple 
of questions that need to 
be asked. How does it 
work and, more impor¬ 
tantly, what is the point? 

Well, if you know anythir 
internal gubbins of the Supc 
know that the chip sp 
switched to that of the old Nbb. It could 
be that the Superdeck will take advan¬ 
tage of this feature. 


CHance of HEaRT 


Rumour had it that, during the develop¬ 
ment of the Super Nintendo, full com¬ 
patibility with the old system would be 
built in. In the end, however, Nintendo 
had a change of heart and decided that a 
hard sell was actually better than wean¬ 
ing existing users off their old machines. 

Programmers and tech heads are 
still convinced that this compatibility is 
a built in feature and all that is needed 
to find it is a bit of tinkering around. 
This may be the way that Hornby have 
done it, but they aren’t saying anything. 
Hornby hope to launch the system 
before Summer at the amazingly low 
price of £30 and if they do it they’ll sell 
a million. 

There are two kinds of people 
who will buy this system, those with a 
large collection of 8 bit NES games that 
they don’t want to ditch and SNES own¬ 


ers who fancy playing top games such as 
Mario 3 and Megaman. 

Best of all, when it’s finally released, 
the machine will also act as a territorial 
converter, allowing the user to play Jap, 
American or British games on either the 
Super or standard NES. There are more 
and more American 8 bit games appear- 


Kirby's Dreamland is one of the best 
platform games around. No need to 
wait for a Super NES version now. 
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Rumour has it that 8 bit Nintendo soft¬ 
ware is going to drop in price yet again, 
to coincide with the fall in sales (which 
of course coincided with the emergence 
of 16 bit consoles). 

If games do become really t 
cheap and the Superdeck does cost | 
the £30 quoted, then this may well 
cause sales figures to rocket for 
everyone involved in the production 
of 8 bit games. 

The Hornby Superdeck is, 
so far at least, not an offi¬ 
cially licenced Nintendo 
product. Quite how the 
Japanese giants will react 
to its launch remains to 
be seen. 

Legally, the 
product falls 


TH6 Games boss! 


This is the shape of things to come. 
The final version will be a good deal 
more attractive though. 
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As you can see below, the device is 
fairly hefty. This is a pre-production 
unit, however, and the final version 
will be slightly larger, Hornby have 
yet to finalise this design, so expect 
some cosmetic changes and a nice 
colourful logo. 


ing on import, with the opposite apply¬ 
ing to British releases. 

The American NES games plug 
straight Into the Superdeck and the sys¬ 
tem automatically converts them to run 
on your Pal Super Nintendo. 


The good news for owners of American 
and Japanese machines is that systems 
will become available for their use, with 
exactly the same features. This opens up 
a whole new library of games which at 
last count was approaching 1000 titles. 

As well as letting you play such a 
wide variety of titles, you may well be 
able to muck around with the speed, 
colour and sound quality of the 8 bit 
games. Quite how these features will be 
incorporated Into the machine is as yet 
unclear, but what we do know is that 
the technology involved will be simple 
and user friendly. 


The machine we were shown had a cou¬ 
ple of problems. The bottom of the 
screen became a little glitchy at certain 
points while playing Mario 3, but the 
main play area remained crisp and clear. 
Another problem was the way in which 
the controllers worked. The early ver¬ 
sion was obviously banged up quickly for 
display purposes and the button layout 
was less than friendly. 

The final version of the unit may 
well include a control definition screen, 
but we’ll have to wait and see. In play, 
however, Mario 3 had exactly the same 
graphics, exactly the same sound and 
exactly the same speed. 

With such a huge library of existing 
8 bit NES games, the Super Nintendo 
owner is more than spoiled for choice. 
There are nearly a thousand to choose 
from in total and some of them are true 
classics. One game that will probably do 


Hornby more 
favours than any 
other, is Super 
Mario Bros. 3. If 
you’ve already got 
Super Mario World 
and completed it, 
you’ll be aching for 
more platform and 
plumb-er related 
thrills. Mario 3 is 
very similar in both 
style and content 
and it would be 
worth buying a 
Superdeck just to 
play that one game. 

There are other fabulous 8 bit 
games around, such as the brilliant 
Megaman, Castlevania and Boulderdash. 

It may seem like a step down to 
start using inferior technology, but 
gameplay should always be a cart’s first 
concern and a lot of 8 bit titles have this 
in bucketloads. 

Another aspect to the story is 
price. Super NES games average £45. 

This would be no problem if we 
were all millionaires but, sadly, the truth 
of the matter is very different. Eight bit 
games are cheap - in some cases they 
are less than half the price of their 16 bit 
counterparts. 


into a grey area. It doesn’t alter your 
system permanently and the final version 
will be tested to ensure that It does not 
damage your Super Nintendo wonder 
machine. The Game Genie, another 
Hornby distributed product, registered 
a remarkable success in a recent 
American court case. 

Galoob, the American distributors, 
have been given pro¬ 
visional permission to 
sell the machine In 
the US. As for the 
Superdeck, we’ll have 
to wait and see. 






If you think 8 bit games are old hat, 
you obviously haven't played any 
for quite some time. 
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What is it about American 
game show hosts? A breed 
unto themseives whom you 
should avoid at parties. 


BELOrAN 
SURREALIST 
WITH A 

PENCHANT FOR 
PAINTING 
BOWLER HATS 


There is a great range of 
IHj characters to choose from. All 
Li the way from the all American 
boy to the woolly jurpper wearer 
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oh ooh I know that one! Hang on a minute, Its... oh come on, the 
Yguy with the TV series, does those crap jokes. Bob Monkhouse! 
^That’s him! Whew. 

Bob Monkhouse. Where would we be without our Bob? Probably a lot better off 
and a little less embarrassed about the way our humble television quiz is being turned 
into a multi-million pile of trash. 

Speaking of trash, jeopardy is the American way of life, thus it is not what we 
want to see on our TV sets In this country. It is glitzy yet strangely tacky, it is easy yet 
somehow humiliating. It’s just so American. Apparently It has a cult following due to 
the rather strange questions that it asks, questions which 
although trivial are in fact really quite interesting. 

The only pity is that I am not from the States so questions 
on great Baseball players or Football coaches of the 70’s might 
just be lost on me. To be the longest running ever TV game 
show you have to have a star, a star who can be dead patronis¬ 
ing and more importantly not make you feel a right prat when 
It all goes wrong and you don’t know the current President. 

Alex Trebek Is this man. He wears a blazer, his hair is immacu¬ 
late and his smile is chiselled Into his face. He is a star. 
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rkHks to Console Pli 
of Holton, West Yorks 
for supplying the 
review cartridge, 
tel; 0532 500445 


Alex is so keen on his career that he had a large hand In both the 
design and the questions portrayed within the game. There are 
3,500 questions all told, which sounds a lot, but I reckon they 
would soon be exhausted as roughly 60 or so questions are used 
in every game. No doubt a few are going to repeat themselves 
every now and then. 

No doubt you are going to be Interested in the rules of the 
game. They are simple (remember, it’s American). You have a 
game board which has six categories of questions. Under each cat¬ 
egory are values from 100 to 500 dollars. You pick a category, you 
pick a value and you both face the question. Getting it right gives 
you the money, but getting it wrong takes the same amount away 
from your total. Simple. 

Oh, and there are bonuses with the Daily Double taking up 
the odd tense moment. Getting the Dally Double means a chance 
to win the big bucks, betting anything up to the highest amount available despite what 
present value you might have chosen. Nothing’s for free, however, so be prepared to 
lose It all should that old chestnut about famous Texan fresh water fishermen arise. 
Play the board and you should get through to round two... Double Jeopardy. 


t 




u First you set the 
question - pretty 
surrenl this one. 


O I don’t know - 
could it be Rene 
‘the hat' Masritte? 


0 Quickly type in 
the answer before 
the time runs out. 


O I’m risht and I’m 
quNIs in - what an 
eso massase. 
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The c^uestion board gives you 
six subjects and five cash 
categories from $100 to 
$500. How lucky do you feel? 
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Double Jeopardy really piles the pressure on with the money now 
doubling up. The questions do not get any harder but the odds 
are doubled or halved. Up to three players can enjoy the fun but, 
weirdly enough, all the action takes place on controller one - a 
pretty sad situation (three people huddled around the one pad). 
Especially when you all know the answer. Should you know the 
answer then you must buzz In on your special buzzer button. 
Your character lights up with a large smile and you are given 
about a minute to enter the answer. 

Here the game really becomes a bit of a pain with the task of 
entering the answer letter by letter. The computer does make the 
odd correction to bad spelling but every now and then getting 
one letter wrong means getting the answer wrong. 

It is fortunate that the controllers are attached to something 
by a cord as throwing them means they don’t go all that far. Or 
do so much damage. 

After the mayhem of the first couple of rounds it Is time for 
the final, or “Final jeopardy!” as it is more affectionately 
known. Here, assuming you have a positive figure for a 
score, you may enter the final round - a single question is 
asked and the response decides the outcome of the game. 

The final question is displayed on the screen and each 
player in the final bets an appropriate amount. When the 
answer is revealed the person with the most money overall 
wins. Cor... 


ABCDEFGHIJKLMNOPQR 
MHAT is: 

CHINESE 


I t’s just too American. I do not know 

nor confess to know everything in I w 

the world. I do know a bit, but when 
it comes to American ways of life, pas- 
times and so forth I know nothing. 

Famous American College Basketball StGL/G SthGT'ton 
Players of the 60’s is not my strong 
point, for any amount of money. 

Another small gripe is the way that all 
the contestants have to' use the same 
controller. Boy does it look silly with ^ 
everyone huddled around the one joy- 
pad whisking it out of each others’ 
hands when they think they know the 
answer. Probably the biggest pain in 
the butt is the input system. You have 
about one minute to enter what •you 
consider to be the right answer. For * 
answers such as “the collapse of the 
Roman Empire” forget it. There is no 
way you will get it entered within the 

time so frustration inevitably creet}s in. If you ever fancied putting on weight and 
being loud and ill-informed about life then now is your chance to become an 
American. Climb into your elastic waist tartan trousers and hit the screen. On the 
other hand, wait for something like Going for Gold to grace the SNES. 




Work your way 
through all the 
stages to win 
yourself a fortune. 
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Jeapardy is 
as American as 
apple pie and 
serial killers - so 
don’t expect the 
c^uestions to 
make any sense. 
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BASKIN-ROBBINS 
ARE AT THIS 
NUMBER ON 
BASKFN-ROBBINS 
PLACE IN 
GLENDALE, 
CALIFORNIA 
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This spectacular secret move is a lot sim¬ 
pler to perform than you mi^ht think. 
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S mall town America is an incredibly dull place in 
which to grow up. There isn’t really all that much 
to do. No wonder then that joe, the hero of our 
tale, has turned to violence. American Football proved 
fruitless as far as Joe was concerned. He could only do 
so much damage to such heavily armoured opponents. 

He decided to take up Karate. He could now rid himself 
of all aggression and stress, bashing someone’s brains in was 
perfect therapy for our angry young man. As he became more 
skilled, he also became more arrogant and soon Joe was look¬ 
ing for a greater challenge. 

joe eventually bumped into a rather mysterious old man, 
who informed him that there were several martial arts masters 
practising their chosen form, until the day 
someone would challenge them. Joe set out 
that very day to kick their heads in.ln Power 
Moves, you are placed in Joe’s kick boxing 
boots - it’s up to you to win at all costs. 
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To add just a hint of strategy to the game, you will find that the 
programmers have included rewards for good fighting. To dis¬ 
cover what they are, you’ll have to kick some ass. 

Once you have beaten an opponent fair and square, you’ll 
cut sharply to a statistics screen. Here the power, speed, sta¬ 
mina and strength ratings of your fighter are displayed along¬ 
side those of your enemy. 

If you have given that adversary the thrashing he so richly 
deserved, the computer will reward you by matching your vari¬ 
ous power levels with those of he who was vanquished. 
However, don’t worry, as this will only happen to ratings you 
had that were lower. 

All this swapping and jiving prepares you for the next, 
more difficult, challenge. The next guy is always stronger, over¬ 
all, than you are. 


Console Plus 


Thanks 


West Yorks 


for supplying the 


cartridge 


review 
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Hailing from Thailand, the gamers only 
girl is a super dream treat Where oth¬ 
ers are strong, she is flexible. Where 
others move like tigers, she moves like 
lightning. Sadly though, she has appalling 
dress sense and terrible hair. Her secret 
moves, hov/ever, are smart 


Shootins Down Kick: llib whacks 

the opponent in mid air in a fast and lethal manner^To 

perform iV press up then kkk and punch simultaneously^ 

Dancins Crash: A eery confusins dose quarters punch 
can be accessed by preens kf^ rh^ and then kM and 
punch simultaneoiKBly^ 


Introducing the good guys. There are a couple more fighters 
for you to discover while playing the game, but what are they 
all capable of? Read on and find out. 


Kabuki is a Japanese school of theatre 
and Bu-Oh is a master of this art As 
part of his acting training, he learned 
many martial arts forms and he can now 
use them with great precision. He does 
however have a rather stupid red wig 
and a very pasty complexion. His secret 
moves are unusual to say the least 


Rollins Hair Attack: it misht not 
sound particularly danserous but it is 
nonetheless extremely effective. Press risht and then 
punch and kick simultaneously to whip your opponent 
with the silly wig. 


Dancins Smoke: This is more a defence than attack 
and simply makes you invisible for a moment. Press down 
and hit, kick and punch simultaneously. 


RefiVON 


She may be a girl, 
but she certainly 
packs a punch. 
Watch out for her 
upside-down kick. 
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Joe is to Power Moves what Ryu is to Streetfighter 2 - a 
wholesome, respectable yet thoroughly dangerous bloke. He 
hails from small town America and is considered something of 
a hit with the chicks. He grew up in a dead butch community 
and learned to defend himself at an early age. He has two 
secret moves and both are fairly simple to do. 


Kikho Ken: This move has more 
than a little in common with the 
Streetfishter fireballs and causes Joe 
to unleash a hefty er*.* fireball* To do 
it, press left then risht and hit kick 
and punch simultaneously. 


Super Nova: This move is effec¬ 
tive, but a little slow for most pur¬ 
poses* To perform it, press risht then 
punch and kick simultaneously* 


Yes, It does look 
like Ryu’s fireball 
and It works like 
^lanka’s rolling 
attack. 










VAfiNAD ROVNOSKI 


This bloke spent rather a long time in 
I a Russian concentration camp, where 
he learned a large variety of wrestling 
[techniques. He had to fight for his 
I food as well as his life and, as a result, 
he is pretty vicious. If anyone out 
there has seen a movie called “The 
Keep’’ you may have noticed that he 
looks very similar to the monster 
I from that film. 



\ This move allovrs you to srab 
I an opponent and smack his head on the floor* To do it, 
] press down, punch and kick at the same time, but only 
I when you are very close to an opponent* 


Double Anut Vasnad spins around with his arms 
outstretched as he smacks anyone who is foolish enough 
to get close in* Simply press right and then punch and 
kick simultaneously* 


SELECT 



WARREN 


A very nasty piece of work and a coward to boot. He tends to 
pick on people smaller than himself and, bearing in mind his 
huge stature, this includes just about everybody. He learned 
brutish wrestling techniques in his homeland, Hawaii. He 
doesn’t have much finesse, but he is unmatched in terms of | 
raw, animal strength. 

Again, this geezer has two top 
secret moves and they’re a little bit | 
tricky to perform. 



RollillS Drop Kklci He performs 
jump kicks, using both chunky legs 
for extra power* lust press jump and 
kick simultaneously* 


Bis Wednesdayt Apart from hav- 


I ing an exceedingly stupid name, this is an excellent 
move* The lumbering fool throws himself at opponents, 

I crashing them to the floor* Press left then right and punch 
at the same time* 





H ow many games like this 
are currently on the 
shelves around the world 
at the moment? Loads, I can tell 
you. Giving your best mate a good ^ 

kicking over a few moments in St^L/G SthGifton 

time seems to be all the rage at 
the moment. For me this didn't 

hold anything new at all, the story seemed all a bit too^familiar, the characters and 
their respective moves rang a few beils with just about everyone here. Slow. How 
slow was it all? Very slow with bad animation to boot. The sound was a little lively 
though, at least if your fingers weren't tapping away your foot was. I stand unim¬ 
pressed and will not be swayed. Definitely no^ worth the money. 


StGi/G atliGrton 



This rather ugly fellow on 
the right Is a very poor 
rip-off of Honda from 
Streetfighter 2. 


a P R I L ’S3 
5UPGR STTIOn 


































511 




GAO LUON 

A Chinese warrior with some very old fashioned views. His 
techniques were passed on to him from his father — a master of 
Kung Fu. His main advantage is speed and his strength is formi- 
i dable. Of course, he does wear rather silly pants - but 
nobody’s perfect. His secret moves are pretty special. 


Woonsalt lOdctThis is 
reminiscent of Guile (SI2)'s flash 
kick and, indeed, Gao Luon per¬ 
forms a somersault when he 
does it Simply press up, punch 
and kick simultaneously. 

IWin nyins Drason^This 

causes the character to throw 
boomeranss in two directions 
and is speedy and lethal. Press 
right, down and then punch and 
kick simultaneously. 


Y et another staid and, at times, ^ g Iw J ^ 

pathetic attempt to challenge ^ 

the might of Streetfighter. There 
have been many others, but at least 
some, such as Tanma, have made som^ 

attempt at originality. This is a blatant F T 3 n k. O Cl O FT FI O f 
and second class rip-off. Many of the 
secret techniques in Power Moves have 
been shamelessly copied from 
Streetfighter - it’s just a shame that 
the graphics and gameplay weren’t • 
copied as faithfully. It looks very poor, 
with rather spasmodically animated , 
sprites that are not helped by sad and 
badly drawn backgrounds. As In most 
Super NES games, the sound and music 
are groovy, with plenty of decent tdnes 
and sampled speech. However, things 
really go to pot where gameplay is con- * 
cerned. There are very few moves to 
choose from and the game took less 

than an hour to complete from plugging it in to defeating the ultimate boss. The 
lastability is helped by the two player mode, which can actually be good fun, 
although this can be said of most two player games. You’ll be very sorry if you 
spend good money on this little disaster so don’t say we didn’t warn you. Power 
Moves was obviously a rush job and not a good one. 


Frsnk O’Connor 
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of the most popular joypads and sticks available and put 
^e test. VVe gauged them on a number of factors, including value and 
are plenity to choose from and most of them seem to be aimed at 
2, but remember - a Joystick is for life, not just for Christmas. 








NINTENDO 

STANDARD CONTROL PAD 
£14.99 


This, as every Super Nintendo owner is 
aware, is the standard pad supplied 
with the Super Nintendo console. It 
features a total of 1 2 buttons. Count 
'em - there's up, down, left, right. A, 
B, X, Y, L and R (and of course the start 
and select buttons). That's more but¬ 
tons, we think you'll find, than any 
other control pad ever (except the 
Colecovision and a couple of others we 
only just remembered). 

It's durable, it's responsive, it's a 
masterpiece of design and, best of all, 
it comes free with your Super 
Nintendo! Hurrah! Why on Earth 
would anyone consider buying a 
replacement? For a start, it doesn't 
have rapid fire or slow motion. 

Some people just can't get used to 
joypads at all and others want a little 
variety in their lives. Having said that, 
at under 15 quid, this is a bargain if 
you need a second controller. The fire 
buttons do get spongy after a year or 
so and earlier Japanese models stick 
after about two years. We'll just have 
to wait and see if this holds true for the 
British versions. 

RESPONSIVENESS^^^^^ 
QUALITY ★★★★★ 

FEATURES ★★★ 

GROOVE FACTOR ★★★ 
VALUE ★★★★★ 

OVERALL ★★★★ 
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CAPCOM 

POWER STICK FIGHTER 
£50 - £80 



This must be the absolute Mother and Father of all joysticks. 
It's certainly one of the largest and easily the most expensive. 
Because it's only available as a Japanese import, expect to 
pay anything between £50 and £80. 

Although the stick is massive, it's actually fairly light and 
unless you use it on a perfectly flat surface, it's a little too 
flimsy. The stick has been designed with Streetfighter 2 in 
mind and a few compromises have been made in the 
process. The L and R pads are now lined up with the main 
fire buttons in a group of six. This can be confusing when 
you're playing other games, although Mario Kart is a joy - 
the L and R buttons work perfectly. 

There is a turbo feature which is fairly complicated to 
activate and difficult to turn off during play, but in terms of 
sheer good looks, this stick is an absolute stunner. 

It's nice and agile when it comes to shooters, but plat¬ 
form fans may find the movement of the stick just a little too 
soupy for pixel perfect jumping. This is top quality, there's no 
doubting that, however, does it justify the price? 

RESPONSIVENESS 
QUALITY ★★★★ 

FEATURES ★★★★★ 

GROOVE FACTOR ★★★★★ 

VALUE ★★ 

OVERALL ★★★ 


BEESHU 

ANGLER PAD 

£ 19.99 (or less, so 

Don't be put off by the rather overstat¬ 
ed colour scheme on this pad, as it's 
actually one of the better replacements 
for the standard Super Nintendo jobs. 
It's also one of the cheaper pads 
available when compared to others 
with similar specifications. 

The Angler is a hefty old thing 
and probably a little too large for 
Fisher Price hands. The buttons are 
configured in the same layout as the 
standard pad, but are concave and 
slightly larger. 

The L and R pads are again locat¬ 
ed in much the same position as their 
Nintendo counterparts, but in a nice, 
ergonomic dip and thus easy to acti¬ 
vate, especially in those emergency sit¬ 
uations. Turbo switches are sturdy and 
simple to use and, unlike most, can be 


shop around) 

activated and deactivated easily while 
still in play. These also include a slow 
motion feature which simply activates 
the start button rapidly. 

The angler pad is sturdy almost to 
the point of indestructibility and it feels 
heavy and solid. The colour scheme is 
garish and unattractive - but it works 
beautifully nevertheless. 

RESPONSIVENESS^^:^^ 
QUALITY ★★★★★ 

FEATURES ★★★★ 

GROOVE FACTOR ★★ 
VALUE ★★★★ 

OVERALL ★★★★ 
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HORNBY HOBBIES 
TURBOTOUCH 360 
£TBA 

The Turbotouch 360 wins the most 
innovative joystick award but, unfortu¬ 
nately, none of its new features have 
yet been put to use by programmers. 
The joystick is aptly named and it real¬ 
ly is capable of movement through the 
whole 360 degrees. 

Instead of the standard cross key 
button, this unit has a hexagonal pit 
inside which you will find a circle of 
touch sensitive plastic. 

There are raised bumps to remind 
you where up, down, left and right 
are, as well as the diagonals. 

The main control area is incredi¬ 
bly sensitive and it really does require 
a feather light touch. When you get 
used to it, this is perfect, but the 


process of gaining familiarity will 
mean a lot of accidental diagonal 
movements. So don't say we didn't 
warn you. 

The fire buttons are fine, although 
they could have done with some colour 
coding. The L and R pads are perhaps 
a little too flush to the back of the joy- 
pad and they tend to tilt rather than 
move properly. 

Having said that, the joypad is 
absolutely brilliant for playing 
Streetfighter 2 and makes driving 
games a joy. Hornby assure us that 
software companies already plan to 
incorporate 360 degree movement in 
certain forthcoming titi es. Marble 
Madness anyone? 



RESPONSIVENESS 

★★★★★ 

QUALITY 

★★★★ 

FEATURES 

★★★★ 

GROOVE FACTOR 

★★★★★ 

VALUE 

★★★★ 

OVERALL 

★★★★ 


QUICKSHOT 
SUPERCON 2 

£ 19.99 Cor less, so shop around) 


This is sexy, shiny and sturdy, but that's 
enough about me. The Quickshot pad 
is a masterpiece of black, shiny stuff. In 
theory, it's exactly the same as the 
Super NES standard pads, but in prac¬ 
tice it feels very different. 

This one has colour code buttons 
and they look surprisingly good on the 
glossy black surface of the pad. What 
they don't do, however, is match the 
Super NES colour scheme in any way. 
Is this important to you? 

The L and R pads are conveniently 
located in the same place as they are 
on the standard units and feel nice and 


sturdy in operation. It's smooth and 
sleek almost to the point of slipperiness 
but still feels groovy in all but the 
largest hands. The fire buttons could do 
with a bit more travel, but they work 
well enough. 

One slight problem is the rather 
tacky turbo selector. It activates all four 
buttons at once. This feature is great on 
shooters unless you have to jump. 

All in all a decent and cheap pad, 
but is it a worthwhile replacement for 
the Super NES pads? 

However, good looks do not make 
this a classic. 



RESPONSIVENESS 
QUALITY ★★★ 

FEATURES ★★★ 

GROOVE FACTOR^^^^^ 
VALUE ★★★ 

OVERALL ★★★ 


QUICKJOY 

TOPFIGHTER 

£69.99 



Gigantic. Metal. Black. Smooth. We are not talking about a 
truck here, although in terms of sheer dimensions we might 
as well be. This kind of bulk doesn't come cheap, and at just 
a penny under £70, this is at the top end of anyone's budget. 

The build means that this stick is nigh on indestructible 
and it would take a very angry child to even so much as dent 
it. The main feature is the programmable LCD panel where 
you can programme sequences of moves, ideal for... well, 
Streetfighter 2. Arcade technology has been used and you 
now have coin-op quality microswitches at your disposal. 
Without a doubt, this is the best Super NES stick available, 
but can you afford one? Quickjoy are also having a great 
deal of success with their much cheaper (£16.99) and equal¬ 
ly smart transparent joypad, the QJ Pro Pad. 

RESPONSIVENESS ★★★★★ 

QUALITY ★★★★★ 

FEATURES ★★★★★ 

GROOVE FACTOR ★★★★★ 

VALUE ★★★ 

OVERALL ★★★★★ 
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ASCIIWARE 
SUPER ADVANTAGE 

£39.99 (Average price, shop around} 



Heavy is the first word that 
springs mind when you 
first get to grips with this 
stick. It will probably be 
launched in this country 
soon and with Nintendo's 
official backing. 

As you can see, it 
uses the same colour cod¬ 
ing as the American Super 
NES and, as a result, it has 
some horrible purple but¬ 
tons on the otherwise 
attractive surface. 

In practice, this unit is 
an absolute dream, with a 
slick, fluid movement and 
some spot on tactile feedback from 
every single button. The buttons them¬ 
selves are in a smart matt plastic finish 
and feel very groovy indeed. 

There are turbo switches for every 
button and independent sliders control 
the rate of fire. All in all, the Super 
Advantage is a worthy alternative to 
the Capcom Power Stick Fighter and a 
bargain in its own right. Superb in all 
but aesthetics. 


RESPONSIVENESS ★★★★★ 
QUALITY ★★★★★ 

FEATURES ★★★★★ 

GROOVE FACTOR ★★★★ 
VALUE ★★★★ 

OVERALL ★★★★★ 


FIRE 

SUPER PAD 
£14.99 

This is really for those of you who want 
rapid fire and slow motion from a joy- 
pad, while still keeping the basic shape 
and feel of the standard pads. 

In terms of ergonomics, the pad is 
identical to the standard unit, albeit 
slightly longer and possibly thinner too. 

It feels fine, all the buttons are respon¬ 
sive enough, but its main lure is the 
price. It's good value considering the 
number of built in features and it still 
maintains the Super NES identity. ^ 

Zilch out of ten for originality, but ^ 
still not a bad buy considering the 
price. If you're looking for a really cool 
stick, however, you're going to have to 
spend a bit more cash. 

RESPONSIVENESS^HHH^ 
QUALITY ★★★ 

FEATURES ★★★★ 

GROOVE FACTOR ★★ 
VALUE ★★★★★ 

OVERALL ★★★★ 
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OF TICKETS 


TO THE INCREDIBLE 



ELECTRONIC GAMES 


SHOW 


The show will be held at Earl’s Court 2 in London between 
25-28 March 1993, so you’d better get moving if you want to win. 
The tickets are supplied by us — all you have to do is supply your 
own transport. The show will feature the latest in electronic 
entertainment and it’s going to be ace. To win, simply get out 
some crayons and show us the interior of your fave video game 
character’s house. The best ten win a pair of tickets. 
Closing date is 21st March. 

Send your piccies to: 

Ideal Home Cempo* Super Action, 
Europress, Europa House, Adlington Park, 
Nacclesfield SKIO 4NP. 







At last you can program any combination of moves onto one fire button to give you 
the power to beat the best of today's video games such as Streetfighter2 by Capcom 

AVAILABLE ONLY FOR THE SUPER NINTENDO ENTERTAINMENT SYSTEM 
Main Features Include... 

• Action Sequence Learning Facility • Solid Steel Steel Shaft 

• LCD Display • Robust Metal Cabinet 

• Autofire • Arcade Quality Switches 

• Slow motion • Extra Long Connector Cable 

SUGGESTED RETAIL PRICE £69.99 INC, VAT. IlCffllA 

Another winning product from ... . . 


Another winning product from... . . . qC 

AVAILABLE FROM ALL GOOD COMPUTER STOCKISTS 










E WANT YOUR GAMES 


ADVANCE ORDERS 


POSTAGE G SHIPPING 


FREECATALmOE 


m PRICES WIOTBIAREFm 

Non members add £5,00 new games £2.00 used games 


SUPER NCS 


TITLE 

NEW 

SECDNDHAND 

DUE 



SELL 

BUY 


Al IFM \/<5 PRFDATnR 

43 00... 

....27.00. 

.20.00.... 

. JAN 

alien 3 . 

.40.00.... 

....27.00. 

.20.00.... 

. DEC 

BATMAN - JOKER . 

.45.00.... 

....33.00. 

.26.00.... 

.JAN 

RinHAZARD Rl A7F 

.35.00.... 

....22.00. 

.15.00.... 

.DEC 

BLAZE ON . 

.43.00.... 

....26.00. 

.19.00.... 

. DEC 

BLUES BROTHERS 

.45.00.... 

.33.00. 

.26.00.... 

. JAN 

CHFRTFR CHFFTAH 

. . 4500.... 

.33.00. 

.26.00.... 

. DEC 

COOL WORLD 

.43.00.... 

.31.00. 

.24.00.... 

. DEC 

CYBERNATOR . 

.43.00..., 

.27.00. 

.20.00.... 

. JAN 

nFAni Y MnvF.s ___ 

.40.00... 

.27.00.... 

.20.00.... 

. JAN 


DRAGONS LAIR.45.00.30.00... 

DUNGEONS & DRAGONS... 


...43.00.28.00.21.00.DEC 


FOOTBALL FURY 

... 40.00.... 

....30.00. 

.23.00. 

.JAN 

gods . 

.40.00.... 

....28.00. 

.21.00. 

.DEC 

GUN FORCE. 

.40.00.... 

....23.00. 

.16.00. 

.DEC 

HITTHFICF 

.40 00.... 

....26.00. 

.19.00. 

.DEC 

HUMANS . 

.43.00.... 

....23.00. 

.16.00.... 

.JAN 

KAWASAKI CHALLENGE. 

.45.00.... 

....33.00. 

.26.00.... 

.JAN 

KIWR ARTHFRS WORl D 

43 00.... 

....30.00. 

.23.00.... 

.JAN 

LETHAL WEAPON. 

.43.00.... 

....30.00. 

.23.00. 

.DEC 

MAGICAL QUEST (MICKEY). 

.50.00.... 

....35.00. 

.28.00. 

.DEC 

NBA ALLSTARS 

43.00.... 

....27.00. 

.20.00. 

.DEC 

ON THE BALL.... 

43.00.... 

....30.00.... 

.23.00.... 

.DEC 

RADIO FLYER..., 

40.00.... 

....27.00.... 

.20.00.... 

.JAN 

ROBOSAURUS. 

43.00.... 

....28.00.... 

.21.00.... 

.JAN 

ROCKY & BULLWINKLE. 

.43.00.... 

....28.00.... 

.21.00.... 

.JAN 

SHADOW OF THE BEAST. 

.43.00.... 

....30.00.... 

.23.00.... 

.DEC 

SIM EARTH . 

.45.00.... 

,...33.00.... 

.26.00.... 

.DEC 

SONIC BLASTMAN. 

.43.00.... 

....30.00.... 

.23.00.... 

.JAN 

RPFI1 CRAFT 

... 43.00.... 

....24.00.... 

.17.00.... 

.JAN 

SPINDIZZY WORLD 

.43.00.... 

....23.00.... 

.16.00.... 

.DEC 

STAR WARS . 

.43.00... 

.33.00.... 

.26.00.... 

.DEC 

SUPER POWER PUNCH. 

.43.00..., 

.27.00.... 

.20.00.... 

.JAN 

SWAMP THING. 

.43.00..., 

.27.00.... 

.20.00.... 

.JAN 


TERMINATOR 2 ARCADE.43.00.31.00.24.00.. 

TERMINATOR 2 JUDGEMENT.43.00.31.00.24.00.. 


...DEC 

...JAN 


TINY TOONS.43.00.31.00.24.00.DEC 


TOM & JERRY.43.00.31.00.24.00 

TOXIC CRUSADERS.43.00.27.00.20.00 

ULTIMA FALSE PROPHET.50.00.33.00.26.00 

UNIVERSAL SOLDIER..40.00.27.00 

VIKINGS... 

WARP SPEED. 

WING COMMANDER.50.00.33.00.26.00 


... 20 . 00 .. 


.45.00.31.00.24.00.JAN 

.43.00.24.00.17.00.DEC 


ALL USA SNES GAMES REQUIRE GAME ADAPTOR - MEMBER PRICE £15.00 

GAMBBOY 


REE 


MEMBERSHIP 


AFTER YOUR FIRST PURCHASE OF OVER £20. MEMBERSHIP ENTITLES YOU TO: 

NEW _ OLDf 

fFF GAMES 


rr GAMi 


MASTER 

MEGAORfVE . 
k GAMBBBARi 
^ LYNX / 
^ NES M. 


WHIZZ-KID GAMES LTD 
22 STATION SQUARE 
PETTS WOOD 
KENT BRS 1NA 

Member Me I I I I I I I 

Cheque 

Postal Order 

Credit Card 

/yoi I I I I I I I I I I I I 


Expiry Date 


Please telephone before ordering. 
All cheques must be supplied with 
a valid cheque card number. 

All games are UK or USA versions. 


NEW 

. 22 . 00 ., 


SECONDHAND 
SELL BUY 

.14.00.10.00. 


..12.00.8.00 

..14.00.10.00. 

..14.00.10.00 

..14.00.10.00, 

..14.00.10.00 

..14.00.10.00, 


.14.00.10.00 

.14.00.10.00 


Address 


Town 


County 

Postcode 

Tel 


Signature 


TITLE 

COOL WORLD. 

DARK WING DUCK. 

EMPIRE STRIKES BACK. 

FLINTSTONES. 

HUMANS. 

JOE & MAC. 

LETHAL WEAPON. 

LIHLE MERMAID. 

MEGAMAN 3. 

RAMPART. 

SWORD OF HOPE 2. 

TALESPIN. 

TOP GUN - GUTS & GLORY 

UNIVERSAL SOLDIER. 

ZEN. 


DUE 

..DEC 

..JAN 

..JAN 

..JAN 

..DEC 

..JAN 

..DEC 

..JAN 

..DEC 

..JAN 

..DEC 

..DEC 

..JAN 

..JAN 

..DEC 


TITLE 

NEW 

SECDNDHAND 

DUE 



SELL 

BUY 


Al IFN 3 

....25.00..., 

....18.00. 

.14.00.... 

.DEC 

CHAKAN . 

....25.00.... 

....16.00. 

.12.00.... 

.DEC 

DAVE ROBINSON BASKETBALL 

. 25.00.... 

....18.00. 

.14.00.... 

.DEC 

DOUBLE DRAGON . 

....25.00.... 

....18.00. 

.14.00.... 

.DEC 

EVANDER HOLYFIELDS BOXING... 

....25.00.... 

....18.00. 

.14.00.... 

.DEC 

G.P. RIDER. 

....25.00.... 

....16.00. 

.12.00.... 

.DEC 

LEMMINGS . 

....25.00.... 

....20.00. 

.16.00.... 

.JAN 

LITTLE MERMAID 

25 00 ... 

....20.00. 

.16.00.... 

.DEC 

PHANTASY STAR 

32 00.... 

....18.00. 

.14.00.... 

.JAN 

PRINCE OF PERSIA 

25 00.... 

....20.00. 

.16.00.... 

.DEC 

SHINOBI 2 

25 00... 

....20.00. 

.16,00.... 

.DEC 

STREETS OF RAGE 

25 00.... 

....18.00. 

.14,00.... 

.DEC 

STRIDER2.... 

25 00.... 

.18.00.... 

.14.00... 

.JAN 

TALESPIN. 

25.0.... 

.20.00.... 

.16.00.... 

.DEC 


TITLE 

NEW 

SECDNDHAND 

DUE 



SELL 

BUY 


ALIEN Vs PREDATOR . 

.35.00.... 

....24.00. 

....18.00.... 

.JAN 

AMERICAN Cl AniATnR.3 

40 00.... 

....24.00. 

.18.00.... 

.JAN 

B-BOMB . . 

.35.00.... 

...24.00. 

.18.00.... 

.JAN 

BATMAN RETURNS. 

.35.00.... 

....27.00. 

.21.00.... 

.DEC 

BIO HAZARD BAHLE. 

.35.00.... 

....24.00. 

.18.00.... 

.JAN 

PI AGK CRYPT 

.40.00.... 

....27.00. 

.21.00.... 

.JAN 

BREACH . 

.35.00.... 

....24.00. 

.18.00.... 

.JAN 

GHANKANI . . 

.35.00.... 

....25.00. 

.19.00.... 

.DEC 

f;HA.GF HO 

.35.00.... 

...25.00. 

.19.00.... 

.DEC 

CHESTER CHEETAH 

.40.00.... 

.26.00.... 

.20.00.... 

.DEC 

ECCO THE DOLPHIN . 

.35.00.... 

.24.00.... 

.18.00.... 

.JAN 

R.| nc 

.35.00.... 

.24.00.... 

.18.00..., 

.JAN 

GADJET TWINS. 

.45.00,.., 

.28.00.... 

.22.00.... 

.JAN 

INDIANA JONES . 

.35.00.... 

.24.00.... 

.18.00.... 

.DEC 

LITTLE MERMAID 

30.00..., 

.23.00.... 

.17.00.... 

.DEC 

LOTUS TURBO CHALLENGE. 

.35.00..., 

.24.00.... 

.18.00.... 

.DEC 

MFTAI FANG.S 

.35.00... 

.26.00.... 

.20.00.... 

.JAN 

NIN.IAGAIDFN . . 

.30.00... 

.22.00.... 

.16.00..., 

.JAN 

PGA TOUR GOLF 2 . 

.35.00... 

.26.00.... 

.20.00... 

.JAN 

POWERMONGER. 

.35.00... 

.26.00.... 

.20.00.... 

.DEC 


RACE DRIVIN'.35.00.24.00.18.00.DEC 

ROAD RASH 2.35.00.26.00.20.00.DEC 


ROAD RIOT 4WD 

.35.00.... 

....24.00. 

.18.00.... 

.DEC 

qjpppj.q OF RARF 2 

40 00.... 

....28.00. 

.22.00.... 

.DEC 

RTRIDFR 2 . 

.40.00... 

....27.00. 

.21.00.... 

.DEC 

SUPERMAN . 

.35.00.... 

....24.00. 

.18.00.... 

.DEC 

TALESPIN . 

.30.00.... 

....22.00. 

.16.00.... 

.DEC 

TERMINATOR 2 ARCADE. 

.35.00.... 

....26.00. 

.20.00.... 

.DEC 

TERMINATOR 2 JUDGEMENT .. 

. 35.00.... 

....26.00. 

.20.00.... 

.DEC 

THUNDERFORCE IV 

.35.00.... 

.26.00..,. 

.20.00.... 

.JAN 

WORLD OF ILLUSION. 

.35.00.... 

.26.00.... 

.20.00.... 

.DEC 

X-MEN. 

.30.00..., 

.22.00.... 

.16.00.... 

.DEC 


GAMEGEAR 


Game 

Machine 

Price 










Poataga 


Total 



MEGADRIVE 
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■Nintendo’, ‘NES’, ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 


LEGEND OF ZELDA: 
A LINK TO THE PAST 


"That girl Zelda may well be the 
death of you‘ 




The world 
of Hyrule 
is laid out 
before you 
in all its 
glory. 


W omen and girls ain’t 
nothin’ but trouble. 
Zelda is a case in point. 
Since her birth, she has been kid¬ 
napped about eight or nine hun¬ 
dred times. Almost as many blokes 
have been killed or turned into var¬ 
ious non-human creatures. 

If she wore a little less make up, 
didn’t spend so much time on her 
appearance and maybe made a concen¬ 
trated effort to look 
a bit dowdy, the 





m. 
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world of Hyrule 
would be a safer 
place for princes and 
peasants alike. 

The only geezer 
with guts and brains 
enough to rescue 
her in the past was 
Link. Old Link was a bit special. 
Lightning reflexes, incredible strength, 
awesome intellect 
and... ginger hair. 
Link is long dead. 
Hundreds of years 
have passed since he 
was Zelda’s beau, but 
Zelda herself has 
lived on, trapped in 
some ungodly stasis, 
desperately seeking 

her freedom. 

As one of Link’s descendants, you 
have a mysterious empathy with the 
chick and one dark, stormy night she 
wakes you up and starts hassling you (in 
the form of a vaporous apparition). 

“Ooh, please come and rescue me 
from this dead dangerous place,” she 
says. “Come and risk your life for some 
babe you’ve never even met,” she 
pleads. Of course, 
like every bloke who 
has ever set eyes on 
her, you fall immedi¬ 
ately and fatally into 


Your inventory 
shows a lot of real 
progress. Groovy! 


a deep lurve situation. This is where the 
game and the mystery begins. 

You set off completely unarmed 
and, from your humble cottage, you 
must start your quest 
for Zelda. 

Unequipped, it will 
be a dangerous task 
indeed so you must kick 
off by looking around for 
some tools. 

Weapons are 
required, potions must 
be found and, in the land 
of Hyrule, magic is everywhere. At the 
beginning, you are innocent and will be 
hindered by neither man nor beast. 
Once you spring Zelda, however, the 
local King gets a bit miffed and from 
then on it’s trouble. 

You will need a sword. Finding one 
is easy, but it won’t be too powerful and 
clashes, even with minor baddies, can 
take on epic propor¬ 
tions. There is a better 
sword, but finding it is 
all part of the adventure. 

A shield would be 
good too, helping you 
fend off attacks. A bow 
and arrow? 

Yes, it keeps you 
out of harm’s way and 


Swimming around in the river is tir¬ 
ing, but here lie real treasures. 


still allows you to Inflict 
damage. There are loads 
more weapons and tools 
to discover and the more 
you find... the more you 
find - simple, eh? 

Zelda, once you get 
into it, opens out, developing quickly 
from an enjoyable romp to a massive 
and sprawling adventure. 

Every time you discover a new 
object, or a mysterious clue, a brand 
new avenue of adventure opens up. 

This happens throughout the game 
- the more you learn, the more there is 
to discover. It becomes bigger, better 
and more involved. 

The graphics are stunning - 
although they are initially simple they 
are brilliantly drawn. The music and 
sound effects are as close to perfect as 
you could wish, suiting the game to a 
tee. Even if you hate this genre you 
might just find that Zelda will force you 
to re-appraise your opinion. 

The true test of Zelda’s greatness 
can only be judged when you’re not 
actually playing it. 

When you’re on the bus, at school. 
In the bath, you’ll be thinking about 
Zelda and what 
you’re going to do 
next. This is a stun¬ 
ning piece of soft¬ 
ware and it sits way 
up there with the 
likes of Super Mario 
World and Street- 
fighter 2 - maybe 
even above them. 















































SOUL 

"Are you tke 
for truth and 



only man that stands 
justice?" 


essential. There are certain objects you 
simply must have in order to progress 
and, if you don’t find them, you’ll spend 
a great deal of your time wandering 
around in circles. 

The weapons you need are scat¬ 
tered around and puzzles must be 
solved if you are to claim them. As in 
Zelda, you have to collect these articles 
in order, going through a strict sequence 
of events. 

Far from regimenting the game 
style, this allows the player to explore 

H available terrain 

a sword which 

ting hold 
somevaluable 
crystals. The 
crystals, in turn, 
boost your 
magic rating allowing you to perform 
all sorts of amazing tricks. 

You have an ally through all this, 
a glowing ball that orbits you as if it’s 
besotted and, with the aid of crystals, 
it can be used as a weapon. 

The graphics in Soul Blazer are 
probably the best in any RPG to date, 
featuring lush backgrounds, detailed 
sprites and some amazing special 
effects. The parallax scrolling is a joy 
to behold and the colours are vibrant 
and stunning. 


Musically, Soul 

Blazer has a curious mix of duff tunes 
and really atmospheric pieces. 

The sound effects are neat and well 
sampled and the overall sonic extrava¬ 
ganza is one that most people will enjoy. 
This is only a few notches less taxing 
than Zelda yet, in many ways, it’s a lot 
more mature. 

Not quite as deep as Zelda, certain¬ 
ly not in terms of variety, yet hugely 
enjoyable In its own right. This is ideal 
fare for those who have completed 
Zelda, but want even more. 

In some ways, this is even better, 
but slightly less playable In the long 
term. Utterly fabulous. 
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Monster Lair 
nemaining 1 


Riding around 
on conveyer 
belts. Weird, 


Monster Lair 
Remaining 1 


Trapped inside a painting and 
the monsters are indestructible. 
Get the iron sword or die! 


Enix £39.99 US Import 


Graphics . 90% 

S o n i c s . 8 7% 
Depth' ,9 2% 
Cameplay . 94% 

OVERALL i ^ 


I (Un known among mi^ 
friends as somethin 
of a Gourmet Goat. 


This goat may help you solve 
a very important mystery...or 
he might just eat your 
jumper instead. 


I know ^ou r*e a 
complete stranger 
tt'lir jfou please s 
for mr father? 
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Ys Iff, Wanderers 


from Ys Sammy a 


"I don't know for sure, but I think 
the wanderers are from EEEs!" 


A dol and Dogi have just 
saved the land of Ys from 
certain destruction. In a 
quest that took many years and 
claimed the lives of some close 
friends, they saved the world from 
a mysterious and evil force. Tired, 
they return to their Kingdom, hop¬ 
ing at last for some respite from 
the battle. 

Sadly, there is no rest to be had. 
The first town at which they stop is in 
extreme turmoil. An old man tells them 
of the trouble in the drought, famine 
and disease ridden land of Felgana. 

Dogi is worried. Felgana is his 
homeland, where his friends and family 
reside. They are in danger and he must 
return at once. 

To make matters worse, Dogi has 
his fortune told by a beautiful gypsy 
woman. As she gazes into the crystal 
ball, she becomes agitated and nervous. 

The Fortune Teller 
seems ready to reveal 
some Important fact 
when the crystal ball 
explodes in her face. 

What dark and ungodly 
magic is this? 

The gypsy woman 
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Nothing around for miles, except 
rocks and mountains. 



is unconscious and Adol and Dogi do all 
in their power to revive her. It is no use. 
They must venture back to the land of 
Felgana alone and without any hint of 
what Is to come. 

You must guide them in their 
quest. Keep them from harm and do all 


In your power to save the land of Ys. 
The fate of Felgana is just the beginning. 

In your quest, you will encounter 
many weird and wonderful characters. 
Many of them are useless, but some of 
them may hold the keys you need to 
unlock the ever 
growing mystery. 

As far as the 
plot is concerned, 
there are three char¬ 
acters that Adol and 
Dogi must deal with 
- one is good, but 


two are evil. 

Chester was once your friend. He 
helped you a great deal in your previous 
quest. He was once a brave and noble 
warrior, but is now a pawn for the 
forces of evil. He also has, distressingly, 
ginger hair. 

Is there a chance that he can be 
turned from the path of evil and perhaps 
help you? Only you can find out. 



Is a friend, she’s beautiful 
and clever, and is 
Chester’s sister. 

Ellena hates what her 
brother has become and 
will do all in her power to 
assist you. However, her 
love for her brother could 
be her undoing. 

The most dangerous 
(and by far the most badly 
dressed) villain that ever 
tread upon God’s green 


planet. Lord McGaya is initially your 
main foe. You will find him lurking In 
Ballacetine Castle, a place where you 
will find more than just evil... 

The graphics in Ys look decidedly 8 
bit and that’s not surprising. This game 
Is a follow up to a couple of excellent 
PC Engine RPGs and borrows the look 
and feel perfectly. 

The horizontal scrolling makes a 
change from the normal bird’s eye per¬ 
spective and indeed adds a bit of plat¬ 
form action. 

In terms of gameplay, this Is some¬ 
what stilted, but it does offer a nice, 
easy introduction to the genre, which is 
especially useful for those who haven’t 
played this sort of thing before. 

Although the visuals may seem 
primitive compared to other Super 
Nintendo titles, they do the job perfect¬ 
ly well. The sound is nice too, but cos¬ 
metics aren’t what the game is all about. 
Ys Is good, solid fun, but it’s no classic 
I’m afraid. 
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LAGOON 

"Wet, wild and packed 
full of moist excitement" 


I n an age before man, Evil 
reigned on a black planet full of 
torment and fury. The gods 
looked down on this planet and 
they were displeased. The evil had 
grown strong and even the most 
powerful gods were afraid. They 
set to work and forged a sword in 
the burning fires of the stars. They 
tempered this steel in the light of 
the moon and thus named it the 
Moon Blade. 

With this mighty blade they battled 
the evil that lurked on the planet. The 
struggle was fierce and long, but as is 
always the case, light defeated darkness 
and brought the planet back to life. 

The gods gave it water and called it 
Lakeland, but it still lacked life and bal¬ 
ance. To bestow these attributes to the 
land, the gods gave Lakeland two chil¬ 
dren. One was a child of light, but the 
other was a child of 
darkness. 

Big mistake. The 
sage who looked 
after these children, 

Mathias, hoped that 
they would all grow 
up together in total 
harmony. 

He reckoned 
without the interven¬ 
tion of an evil wizard, Zerah. He kid¬ 
napped the child of darkness, hoping to 
bring him up as his own, with the inten¬ 
tion of destroying the child of light. 

The child of light, Nasir, grows to 
be a fine young man - an accomplished 
swordsman and a big hit with the chicks. 
Inexplicably, the waters of the land of 
great health and strength become dark 
and still. 

The evil has returned. Only Nasir 
can stop it. It’s now light against dark¬ 
ness - the age old struggle. 

In the land of Lagoon, you will 
encounter many dangers. To combat 
these, you’ll need more than the sword 
you start out with. You’ll need skill, 
brains and, most of all, magic. 

You will find that magic takes many 
forms. It can be good or evil. It can 
cause great harm or heal wounds. 

To master it, you will need a magic 
staff. There are four of these to be 
found and they each represent a level of 
the Universe. 


Restaurant 


The uiater from 
Lagoon Castle 
makes Lakeland 
fruitful. If t\ie 
Uiater becomes 
§ dirty, m can't 
* serve good food to 
our customers. 


Pick up good 
advice from 
the locals. 


The Earth staff 
is the weakest of 
the four. In con- 
junction with the 
correct crystal, it can be used as one 
of four magic weapons - a fireball, a 
whirlwind, a jet of water or even a ball 
of thunder. 

The Sky staff must, of course, be 
used in conjunction with one of the four 
magic crystals. It is slightly more power¬ 
ful than the Earth 
staff and can be 
used to inflict fairly 
amazing damage on 
enemies. 

The Star staff 
is found quite far 
into the game and 
is almost un¬ 
matched in terms 
of power. With the 
correct crystal, it can unleash shocking 
devastation. 

The last staff Is the Moon staff and 
this one will bring you very close to the 
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This rather befuddled old 


gentleman will give you all 


the help he can. 

? MP 


gods. It is very powerful indeed but its 
true abilities are, as yet, a mystery. 

The graphics and sound In Lagoon 
bear a very close resemblance to those 
of Zelda. They are colourful and bright 
and feature a lot of very attractive detail, 
yet the scrolling is a little jerky. 

The gameplay is fine. It can be slow 
at times, but the riveting plot more than 
makes up for It. Plenty of frantic action 
occurs when you battle the bad guys and 
this one should stretch those grey cells 
just enough to keep you awake at night. 

Lagoon is an interesting and enjoy¬ 
able adventure for those who’ve com¬ 
pleted Zelda and is a reasonable title in 
its own right. Not quite fabulous, but 
still fairly groovy. 


Kemco Seika £39.99 US ImpeH 
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FINAL FANTASY 2 


"Of course, we now know that it's 
not really the final fantasy" 


C aptain Cecil. I know, it’s a 
very silly name. I’d prefer 
him to have an interesting, 
yet dangerous, name along the 
lines of Hardy Klanghammer or 
Gorvajokarrr the Invincible. Unfor¬ 
tunately, however, he is lumbered 
with Cecil. It is going to be very 
hard to identify with this fellow. 

Cecil’s story begins in the sky. He 
is the captain of an airship. Great big 
galleons float in the sky, powered by 
forces which have never existed on the 
Earth as we know it. 

Cecil’s king has sent him on a mis¬ 
sion to steal the Crystal of Mysidia. 
Now Cecil feels bad about this, for the 
people of Mysidia are a peace loving lot 
and the Crystal keeps their land lush and 
verdant. 

Cecil gives the Crystal to his king 
but foolishly makes the mistake of ques¬ 
tioning the king’s judgement. As a pun¬ 
ishment, he and his friend Kain are sent 
to the Misty Valley, where they must kill 
an evil monster. 

This is how it begins, but it’s going 
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This map moves in 
glorious mode- 
seven-o-vision. 
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^L e ^ This is the group so far, A motley 

crew if ever there was one. Keep an 
eye on that Kain geezer. 


to get very messy indeed. A friend, Kain, 
accompanies you at the commencement 
of the game. 

You are a strong warrior, but you’ll 
have to find more heroes to help you In 
your quest. 

It will take some time to assemble 
a well balanced group, but certain mon¬ 
sters require a force of greater than just 
one. Most of the people you convince to 
join your band will be friendly, skilled 
and helpful. Each will have his or her 
own strengths and weaknesses. 

The most useful attributes that 
these people can bring to your gang are 
magic and weapons. 

When you fight monsters, 
t’s handy to know that you 
have a ninja, a valkyrie and a 
wizard on your side. 

However, not all the 
people you meet will stay 
with you forever. Some go 
off to follow their own 
quests, others will nick 
your stuff and disappear 
during the night. 

Don’t be tempted to 
refuse admission to shady 
characters as, thieves or 
not, they will provide you 
with help and information. 

This is actually the 
fourth in a series of games 
which have all been massive hits 
in Japan. To date, the series has 
sold over ten million games. 

The appeal lies mainly in 
the combat structure. Here, you 
and your group face all manner 
of baddies. The fight sequences 
develop as if determined by 
rolling dice. You attack and take 
seemingly random hit points 
from the bad guys. 


It’s a weird, but nowadays stan¬ 
dard, formula for RPGs. The lack of 
hands on action may put arcade fans 
off a bit, but in terms of depth and 
strategy it is almost unmatched. 

It looks Immensely boring, with 
very plain graphics and a total lack of 
interesting effects. 

The music is very, very good and 
keeps up that oh-so-valuable atmos¬ 
phere. Hard core RPG players rate this 
as the best available for the Super 
Nintendo Entertainment System. 

Action fans will find it slow, but this 
is excellent stuff. 



In the heat of bat- 


, random action ele- 

: ment really begins. 
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FINAL FANTASY 
ill YSTIC QUEST 

"This game is just about perfect 
for the total beginner" 


FINAL FANTASY 

iwiWQmi- 


•S'! 392? SQUARE CO. . LTD. 
LICENSED EV NINTENDO 
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A t the very epicentre of the 
world, a dark tower stands. 
Here lies the centre of all 
knowledge and power in the 
Universe. One day, the balance of 
this power changed radically. Evil 
forces stormed the tower and 
removed its power source - the 
four crystals. 

These crystals contain a mysterious 
and incredible force. No man knows the 

secret, 
but 
people 
who 
pos¬ 
sess 
these 
crys¬ 
tals 
will 
pros¬ 
per 

and flourish. The tower was a dark and 
mysterious place and for centuries man 
had sought a way to open the tower. 

Magic coins held the doors open 
but these too have now been stolen. 
The monsters began to consume the 
very life of the planet. The planet grew 
dark, the people became afraid. 

Enter Benjamin, a small bloke with 
a pointy head. He has taken it upon him¬ 
self to save the world. He must recover 
everything these creatures have stolen 
and return the objects to their proper 
place. Small and weak, slow and power¬ 
less, how can he stand against the might 
of such evil forces? I bet he drinks 
Carling Black Label. 

A vast expanse of map area repre¬ 
sents the Overworld. Most of your trav¬ 
elling is done on this screen. You’ll want 
to wander around immediately, but it’s 
not that simple. 

You must follow the directions you 
are given so that the true nature of your 
quest can be revealed. 

The Overworld is densely scat¬ 
tered with icons, each representing a 
feature of the landscape - a town, a cas¬ 
tle or a battlefield. To reach these icons, 
you may have to overcome some kind 


of obstacle, be it a maze, a puzzle or 
even a battle. The directional arrows 
illustrating where you can travel also 
provide valuable clues. They can show 
you where your next challenge is or 
where you should go next. 

Hapless wandering is not a prof¬ 
itable activity and can lead to more 
trouble than it’s worth. 

Although you start your quest 
alone, you can pick up friends and 
accomplices on the way. In the previous 
games, you could assemble quite a large 
team to aid you in your quest. In this 
game, however, only a single friend can 
travel with you at any one time. 

These characters are especially use¬ 
ful in battle and may possess the 
weapons and magic strength that you 
need. Unlike you, their strength and 
experience will not Improve and they 
retain the same level of ability the whole 
time they are with you. 

As you progress through the game, 
the characters you meet will be stronger 
and more interesting. You can check 
them out in an option screen to see 
what they’ve got and decide from there 
if you want them to help you. Don’t just 
pick them because you fancy them or 
you’ll end up dead. 

Some of these geezers tend to bug¬ 
ger off when you need them most - usu- 
ally just before an encounter with a 
large, angry monster. 

There are two kinds of chest scat¬ 
tered throughout the land and many of 



these hold the key to 
success. Wooden chests tend to hold 
everyday items that come in handy from 
time to time. They may contain medici¬ 
nal aid for your unwell hero. You can 
use these elixirs immediately or save 
them for scarier moments. 

The treasure chests are a little 
more ornate and hold stuff such as 
money and magic weapons. 

Treasure chests are a lot harder to 
come by than the wooden chests and 
are thus worth more. 

Wooden chests are generally found 
just lying around but treasure chests are 
often guarded by wandering fiends. 

Be on your guard at ail times and 
ensure that your greed doesn’t lead you 
into peril. 

This game is definitely aimed at the 
beginner. It’s very simple to get into and 
extremely easy to figure out. 

The graphics, while attractive, are 
very simplistic and only just do the job. 
The sound effects and music, however, 
are excellent throughout. 

The gameplay is hugely enjoyable 
and extremely engrossing. However, if 
you are talented when it comes to role 
playing, you may find this a bit too easy. 
You won’t com¬ 
plete it quickly 
though - it’s huge. 

Final Fantasy 5 
is great fun and one 
of the best games of 
its genre, although 
it’s nowhere near 
as good as its illus¬ 
trious predecessor. 


Into the darkest 
reaches of the ' l: « U ^ 
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"My machine is better than yours" This debate 

has raged since the dawn of the computer age. The day 
Charles Babbage ran out of his lab shouting, "My primitive 
clockwork computer can count to one", some geek was just 
around the corner saying, "Well mine can bloody well 
count to two". 

It happened with computers too. Sinclair Spectrum 
owners patiently explained to Commodore 64 owners that 
their machine had a swift and flexible Z80 processor. 
Commodore Amiga owners have gone to incredible lengths 
to assure Atari ST users that their machine has more colours 
and better sound. 

Nowhere though, has the debate raged as hard as in 
the world of consoles. First it was NES VS Master System, 


now though, it's Megadrive VS Super NES. What's the 
point? Everyone buys the machine that suits them and they 
generally opt for the superior machine where price is not 
the main issue (as is the case with the Super Nintendo and 
the Megadrive). 

Nintendo have actually come in for a lot of stick on this 
issue. Programmers, consumers and software companies 
have gained a lot of mileage from the fact that the Super 
NES has a painfully slow processor. Indeed, the current 
Sega advert on American television uses this as its main 
selling point. 

This ad claims that the Megadrive has "Blast 
Processing" while the Super NES does not. Quite what blast 
processing actually does, is never fully explained. What is 
true, is that the Megadrive does in fact have a true 16 bit 
processor, a 68000 to be precise. 

68000 is ancient technology these days and the 
Megadrive version is one of the slowest available. 
Nintendo also get a smack on the wrist at this point. They 
opted for an even slower chip and not strictly speaking, a 
true 16 bit unit. 

To set things straight, Nintendo asked an independent 
technology research organisation to come up with a fair 
and unbiased comparison. The company is called Booz, 
Allen & Hamilton Inc. This is what they discovered... 








SEGATAEGADRIVE 


Central Processing Unit: 68000 
Clock speed: 7.6 MHz. 

r Unlike the Super Nintendo, the Megadrive has a true 16 bit 
processor and yes, it is actually faster, at least in terms of 
clock speed. This processor is a very old Motorola device and 
is based on a technology that is nov/ almost a decade old. It 
takes the Megadrive 520 nanoseconds to retrieve a 16 bit 
word (don't worry about the technical jargon) from memory, 
while the Super NES takes around 280 nanoseconds to do 
the same thing. In those terms, even with a slower clock 
speed, the Super NES is around 88 per cent faster. 


Graphics processing unit: 8 bit custom unit. 


The Sega video processor is very capable when it comes to scrolling and moving 
sprites around. Where It falls down however, is on colour and sheer volume of 
"traffic". The Megadrive can display 64 colours on screen at once from a palette of 
512. Vastly inferior to the Super NES. Although it can move them quickly and 
smoothly, a Megadrive can only display 80 sprites on screen at once and contrary 
to popular opinion, the Megadrive also slows down when lots of sprites are on 
screen at the same. 

Control Units: Sega custom joypads. 



Audio Processing Unit: Yamaha 
six channel stereo 


The Yamaha sound chip found in the MegadrIve was great in 
its time and can produce some very attractive sounding tunes 
and sound effects. However, while many factors between 
Super NES and Megadrive can be argued, sound is not one 
of them. The Megadrive sound chip is vastly Inferior in terms 
of ability and over all purity of sound. Good, but starting to 
sound very dated indeed. 


Good looking, sturdy and reliable, the 
Megadrive is cursed with a mere eight 
buttons as opposed to the twelve found 
on the Super NES. Again, the 
Megadrive pad is "checked" by the 
computer 60 times every second and, in 
that respect, it is just as responsive as 
those found on the Super NES. Sadly 
though, it cannot hope to compete in 
terms of flexibilty, as games like King 
Arthur's World and Streetfighter 2 have 
recently proven. 



An artist's impression of a 
Sega Megadrive game. 




ting Unit: 
1:3,6 MHz, 




S;e 65C816 is actually a customised eight bit processor, 
;vvr)/c/)' "thinks" like a 16 bit machine. It is very, very fast when 
If comes to shifting graphics and controlling sound, the only 
; ^ings a^amole needs to be good at. This is a fairly new unit 
and is highly "specialised. It uses 1024 k RAM (a lot) to 
process calculatidns. 


Audio Processing Unit: Sony 16 
(ster^) Channel - 512k 




fpable of some stunning music and sound effects, this is 
.oae offhe best chips available on any system and uses stun¬ 
ning PCM digital sounds. Particularly good a string and 
-^.brass'instruments, this is a fabulous chip. Recently, clever 
"programming has meant that true Dolby Surround Sound con 
be encoded and the results ore spectacular. When used 
properly, tlw^ktper NES con produce absolute CD quality 
id range synthesisers. 
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unit is id iiold. regardless of. 

the s/ze of ffie user's hands. Ifs sturdily 
constructed and in perfect harmony with 
the design of the main console. Each 
button is "checked" by the console, 60 
times a second, much faster than any 
human reaction. 


A Super Nintendo game in dc^n^^ote 
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mode 
























This is an artistes impression of an old Megadrive 
that has been left in a cupboard because nobody 
likes it anymore* Note the tacky black plastic 
cover and the unappealing organic appearance. 
Pooh^ stinky. 


"Our assessment found 
that both systems are very 
capable computers; how¬ 
ever^ the Super Nintendo 
has 64 times as many 
colours available^ can 
process memory data 
88% faster^ has almost 
twice as much internal 
memory, has a better 
sounding audio system 
and its three coprocessors 
give the game software 
designer better equipment 
for building faster, more 
complex games." 


Booz Allen & Hamilton Inc 


Technology Initiatives 
Practice (January 1993) 



OK, SO we're a little 
biased, but let's finish 
on a quote from the 
independent geezers. 
For the first time in the 
history of computers, 
we have settled the 
"My machine is better 
than yours" argument, 
once and for all. What 
do you think? 





A rather 
bemused look¬ 
ing 3oh sprite. 
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3ob pow¬ 
ers up his 
rapidly 
depleting 
energy 
supply. 


Enough metal 
to make the 
Bitmap Brothers 
jealous. 
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supeiacnon 


peering. He can leap great distances in a single 
bound and survive all but the greatest fall. 
BOB is a robotic superhero. 


speaaL lueapons 
ano no racTics 

Like all the best platform blasters, BOB can 
upgrade his weaponry by collecting power ups, 
scattered around every single level. He starts 
his mission with an effective, but somehow 
weedy, machine gun. 

If you, as BOB, want to make real 
progress, you’re going to have to trade up to 
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There’s 
plenty of 
robotic 
laffs and 
cybernetic 
japes with 
EA’s latest 
hero! 


I ho is BOB? ril tell you - he’s 
going to be very famous, very 
shortly and he looks like nothing 
on Earth. Bug eyes, lots of weapons and 
absolutely no mercy. BOB it seems, is a 
force to be reckoned with. His mission is 
one that has been the subject of many a 
video game, to save a planet and rescue a 
delicious babe. 

BOB has to negotiate 45 levels of danger- 
filled mazes, using all the weapons and tactics at 
his disposal. 

Sound easy? You’re wrong, dead wrong. 
BOB is in for a very tough time. Twisted aliens, 
half-crazed robots, toxic chemicals - and those 
are just the nicer things. 

The plot follows the age old platform for¬ 
mula. Bottomless pits. Inaccessible ledges and 
plenty of ladders. BOB can traverse most of 
these obstacles with the greatest of ease. He is, 
after all, the very pinnacle of cybernetic engi- 




























































































train, jump higher than a kangaroo and scrap 
with the toughest critters in the galaxy. As 
you explore the levels, you will soon discover 
that BOB’S jumping skills can be limited by his 
environment. 

Sometimes you’ll come across a lava filled 
pit or an electrified floor. Usually, however, 
there will be assistance at hand In the form of 
climbing rails. Jump towards them and press up. 
BOB will now dangle precariously over whatev¬ 
er hazard awaits him. 


iiiiiyiaiiii&i 


Move left or right and BOB can cross 
without fear. This, of course, leaves you 
fairly vulnerable, but remember you can 
still fire constantly. Just watch out for fly- 
ing villains. 

BOB is Electronic Arts’ first attempt at a 
SNES platform game, but has been handled by 
the same team that brought us Toejam and Earl 
on the Megadrive. But don’t worry, as the two 
games are utterly different. 

Where Toejam and Earl was a slow and 
slightly ponderous adventure game, this is a 


something a bit porkier. There are plenty of 
power ups to choose from. 

Missiles, bombs, three-way lasers and even 
heat seeking rockets. You’ll find two or three 
items on each level, but use them carefully as 
you have limited ammunition. 

If you do run out of bullets, you can always 
resort to fisticuffs. This is a little drastic, but 
what the hell? Your punches are actually quite 
powerful and they aren’t necessarily a last 
resort. Whacking baddies at close quarters can 
be even more effective than blasting them from 
a distance. 

As If extra weapons weren’t enough, you 
can collect all manner of other goodies, includ¬ 
ing trampolines to get you out of deep trouble 
and umbrellas to make those long descents that 
tiny bit smoother. These have to be used care¬ 
fully though and call for stunning reflexes. BOB 
has many cool abilities. He can run faster than a 


high speed action t 
packedblaster. 

What It M 

does borrow, w 
however, is the » gi 
hilarious sense of m 
humour and magnif- \ W 
icent graphic style. W 'T 

There are laughs 1r 
and chortles ahoy as w, 
you merrily blast your 
way through the some- ^ 
what surreal levels. 

This release is going 
to be absolutely huge, so 
look out for it - it’s due for 
release in May. 


Where have all the alien 
bad guys gone to? 


Yet more 

platform 

related 

problems 

for our 

cybernetic 

hero. 


The lift 
delivers 
you to 
your next 
scary 
challenge. 


LIFE 


Time 


RE<r.oj 


Nice car, top 
colour scheme. 


Look before you 
leap Bob! 
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J ake and Elwood Blues are the grooviest brothers In the history of 
Rock ’n’ Roll. In the movie, they had to get their band back together. 
They ate whole roast chickens. They devoured dry toast. The 
destroyed a lot of cars. They upset quite a few policemen. They finally got 
the band back together. What next? That’s where the film left off and the 
game begins. An extended holiday would be nice but first, maybe they 
should pick up a few records. 

This fabulous pair of Rock ’n’ Roll heroes have one hell 
of an adventure ahead of them. They have to bounce their 
way across America, eating cakes, acting hard and playing 
the blues. I must be honest though, this release has ' 

absolutely nothing to do with the movie and the only ele- 
ments it shares with its celluloid predecessor are the char- , 
acters and the music. , 

The game is a massive, sprawling, fast action platformer 
with more than a little in common with Ocean’s Addams 
Family. It’s for one or two players and you can select Jake 
or Elwood, depending on how you feel. Sadly, there are no 


The big note signi¬ 
fies the completion 
of a level. It’s 
accompanied by a 
cheesy organ. .. 
















































I' I Sneaking around 
^1 the warehouse is a 
I® I gruelling experience. 
■1| I \A/a-hnh 


Watch your back. 


OH CHERPy PIRK 

Do you like trifle? Everyone likes trifle, but Jake and Elwood 
take things just a bit too far. When hunger strikes, trifle calls. 
Jake and Elwood are kind of weak and have to shoot most bad¬ 
dies at least twice before they die. But this situation can be 
resolved by scoffing a trifle. 

Once consumed, the trifle has a rather astonishing effect 
on our two heroes. Instead of becoming fat and burping like 
most of us would, they develop muscles and strength of almost 
Herculean proportions. Now even the mightiest bad guy can be 
felled with a single album. 

Even better, the Blues Brothers now have an extra life of 
sorts. The next contact with a hazard, rather than destroying 
our heroes, simply reverts them to their embarrassingly skinny 
selves. This is very handy in the heat of battle and it can prove 
invaluable on later, more terrifying, screens. 

Sometimes these trifles are put in nice, tempting locations, 
but don’t be fooled, as they are often more trouble than 
they’re worth. Figure it out and don’t get greedy. 



Everybody needs somebody to love, yeab,,. 


RECORD BREaKERS 


Jake and Elwood are no great shakes when it comes to physical 
force and prefer to retreat or think their way out of nasty situ¬ 
ations. Sometimes, however, a man’s gotta do what a man’s 
gotta do. In this case, it’s hurling records at baddies. 

A lot of readers may not remember records. They were 
black, flat, round, shiny and made of vinyl. Sort of like a crap 
CD. Old people go on at great lengths about how fab and 
groovy records were. 

The next time some crusty old giffer tries to tell you how 
smart records were, just remind him that they warped in even 
mild sunlight, broke into a thousand razor sharp fragments at 
the merest hint of violence and they all sounded rubbish. Take 
my word for it, CDs are a blessing. Apart from the stupid cases 
they come in. 

Anyway, back to the point. Jake and Elwood use the 
records they pick up to throw at the enemy. Most of the levels 
are absolutely packed with the things. They just float there, 
waiting for you to snatch them. Sometimes though, it’s not that 
simple and the records are nowhere to be seen. Indeed some 
levels must be negotiated with nothing but your skill and 
courage to protect you. The records travel in a straight line 
and they have to be about the fastest missiles ever seen on a 
Super Nintendo game. 
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Jake keeps a low 
profile as he 
destroys yet 
another giant snail 
monster. 


A t first, you might be forgiven 
for thinking this is an Addams 
Family clone, with similar 
graphics and gameplay. However, you’d 
be wrong. This is much more linear, f^ 
smoother in play and a lot more enjoy¬ 
able. The graphics are smart, simple, 
very clear and extremely jolly. The 
gameplay, however, is run-of-the-mill 
run and jump platform action, but 
totally funky nonetheless. The music is 
the really outstanding feature and it is, 
at times, fantastic. If you’can imagine a 
house remix of the entire,Blue^ 
Brothers soundtrack, you’d be thinking 
along the right lines. There are all the 
usual thrills and spills, such as*the 
negotiating of ladders, swings, ramps 
s. However, there’s not an 


and spike: 

original feature to be found although ‘ n'" ifh 

it’s still great fun. A little more variety 

would have been nice, but as you progress further into the game you’ll come across 
quite a few surprises (look out for the flying snake on level 13). All in all, this is an 
enjoyable, attractive and thoroughly well programmed platform game. It’s easily 
among the best of its kind and way better than Addams Family. Top stuff, at least 
until you get the band back together. 



























If you're having any problems finding Super Action then get an earful 
of this. The fabulous 100% Super Nintendo mag can be yours each 
month for the incredible price of just £1.25 an issue, delivered to your 
door earlier than it's in the shops. 


YES! I want to subscribe 
to Super Action 


JUST FILL IN THIS FORM AND 
SEND TO: 

Europress Direct, 
FREEPOST, 
Ellesmere Port, 

South Wirral, L65 3EB 

(No stamp needed if posted in UK) 

Tick the appropriate box 

ID I live in the UK (£15) 

ID I live in Europe or Eire (£23) 
in I live outside Europe (£33) 

This order form is not valid after 31st April 1993. 

^ SAAprir93. 


yOUR NAME & ADDRESS 


Name _ 
Address 


Postcode 
Tel No_ 


METHOD OF PAYMENT 


□ I enclose a Cheque/Postal Order payable to 
Europress Interactive (UK only) 

Q Please debit my Credit Card. 

Signed_ 

Expires QD/DD 

Credit Card No. 

nnm nmn ddcd dddo 

I I Please tick if you do not wish to receive 
promotional material from other companies 






















We are offering a 12 months' subscription at the ridiculously low 
price of £15 - o saving of £8.40 on the cover price. That's just £1.25 
an issue - a HUGE discount of 35% on the usual price! 


All you have to do 

is complete and return the coupon on the left 
or phone in your credit card subscription on 


/ 


any time day or night 
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Y es indeedy, it's that special time of the month 
again. All you lazy types who can't be both¬ 
ered actually playing the games need look no 
further. This is the definitive cheat section and this 
month we have something very important. The ulti¬ 
mate Streetfighter 2 cheat. This one, believe it or not, 
actually allows you to use the final four bosses. Don't 
get too moist though, because you'll need a Game 
Genie for it to work. But fear not, we're giving one 
away, months before they're actually available in 
the shops. So carry on dear reader, it just gets better 
and better. 


LEMMINGS 

SUNSOFT 



MAYHEM LEVEL 


Last month it was the Pushover code marathon, this month it's Lemmings 
mania with the complete list of level codes to last you a lifetime. 


PUH LEVEL 


TRICKY LEVEL 


TAKING LEVEL 


1 

2 

3 

4 

5 

6 

7 

8 
9 


VLQXPGC 

1 WXBRTMV 

1 SFLQQWR 

FWKQCJK 

2 SVZFcJVM 

2 LGJMTCD 

TWXZKRM 

3 BNLDXVC 

3 BWNQXRZ 

JPJXFVW 

4 FNGWLWW 

4 NGHQVRF 

KTJGTJK 

5 RWHTQBK 

5 NRQKFRC 

HGNNNPX 

6 GGVQQDZ 

6 QRXZLSK 

MLLBCPQ 

7 RTWHNTC 

7 VGPDDWR 

XBVCKLL 

8 FBMBPFD 

8 HPKBCCX 

JWGWBK 

9 GTGCDKQ 

9 DSWLCTG 

' JJGKQPH 

10 KSRXKVK 

10 GWGCJHK 

PWKZSXL 

11 TBHLCRC 

11 TNJVCGD 

; GGWWFXR 

12 XVJKXBQ 

12 XKBFSBD 

.PPTDZZG 

13 TMRSZMF 

13 VKKCSFV 

:TPVSDSC 

14 CVSDHLF 

14 SJKNWWS 

> QSPRKMK 

15 WXLBGBP 

15 DQDGCBX 

1BXCHLQS 

16 WZNFLWF 

16 QTVGPTH 

’ VDGQWSX 

17 FVMTNWW 

17 PFFFLPS 

i QGNLNFM 

18 WDRGWD 

18 BPNRSMC 

1 DNPFNQR 

19 SRXBPPV 

19 JLGKBCZ 

1 FQKKFHL 

20 GRZHRPP 

20 PCVKZVR 

RMHDGBX 

21 XTMWFCP 

21 QNWFKVZ 

! ZGBVCXV 

22 FLMTVPM 

22 NTHZDKK 

; ZXBLWZK 

23 KSGWWK 

23 ZQZSRDT 

: HTLDXLB 

24 ZBPPBXG 

24 PTPMcJDV 

> ZDGHTWD 

25 WHCHBQV 

25 LXTZBHP 

i CFHXPSM 

26 LHDPGNV 

26 RLQGWSX 

' PZBXCXB 

27 HVLXXTH 

27 MHKNCDK 

1 CWLGDPT 

28 STVNDPK 

28 KWGCKWD 

1 WDNLSMJ 

29 JFTQVSX 

29 RKVHCBS 

) WBZWWCB 

30 SKKWSZD 

30 MGVJBKZ 


1 QGSMMDM 

2 KKSXKFK 

3 NNBLXNL 

4 JCPMTPC 

5 TNPPCLS 

6 RCPXPMD 

7 GXZTLVK 

8 LSWHMHR 

9 SDRMPLP 

10 HSHQXPK 

11 CHBMWRF 

12 LNRGMXC 

13 WPSKBXN 

14 LPBDVJJ 

15 BGMLGSS 

16 CZLMVGD 

17 KVXLSQH 

18 CQSSXRQ 

19 MVRPMQJ 

20 PMXDHBP 

21 TWQBCXL 

22 WWFXWB 

23 BSLMGQZ 

24 MGGLXSP 

25 DXBZRVX 

26 BWQNKVK 

27 RTBGJWD 

28 HMGDJCQ 

29 QZTJHSV 

30 CQLRCHP 

SUNSOFT LEVELS 


1 GNNBJWV; 

2 RCQRPPZ .'^ 

3 FBcJ<JKcJB ' 

4 RMQMZDC 

5 DTCZVMQ 
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ANOTHER WORLD 

INTERPUY 


At any time during the game, press L, R and select 
neously to send you back to the password screea 
Handy. 1 think. Still, thanks to Richard Hobden of Pniitnf\; 
for that. . 




WING COMMANDER 

MINDSCAPE 


The game with the great ending they 
say. Who says? Who are they? Anyway, 
judge for yourself as here are the codes 
to help you warp through in peace. 

Level 2 

Password SPACEACE 
Code IRCCMCBLGW 
Star System McAuliffe 

Level 3 

Password SPACEACE 
Code IHCWPKVMZH 
Star System Gimle 


IC’* 


Level 4 
Password SPAGfi^^^^^ 
Code DHDKCCWMd&i 
Star System Dako4a 

Level 5 

Password SPACEEACS^^ 
Code JHFHTPYMCd 
Star System Kurasa‘^;’5 

Level 6 

Password SPACEPAG^i- 
Code DGNWP2XCW^ 
Star System Venice 




(D 

0 

£! 

CDI 


SUPER MARIO KART 

NINTENDO _ 

This little cheat lets you drive in the daH< even 
over and you lost horribly by about half a lap. 
the two player game and enter Battle Mode. Select your p^^^ 
ers and start the game. When the crunch comes and one of 
the playei^s is down to the last balloon, hold down the B but¬ 
ton and when the last balloon bursts you can still keep di¬ 
ving, even though you lost. 


To be able to access the Special Cup Races fir'st se 
player Match Race and make your driver choice. Then, r! 
the arrow pointing at either Mushroom, Flower or Stff J 
using controller one press LEFT, RIGHT, LEFT, RIGHT, 

LEFT, RIGHT, RIGHT. A. After this the Special Cup will i 
be highlighted and another five more cout"ses will be ngde 
available. Thanks to Scott Hill of Bognor Regis for that and 
the English Department for translating it. 





10 


DINOSAURS 

IREM 


If you don't own an Action Replay cart then you no doubt 
would like to know a few game codes to help you out: 

Level 1 8CH2ZES3H4RM 
Level 2 XK0KTES1H43Y 
Level 3 5C6X9ES9HP24 
Level 4 XK0MTESWHVD4 
Level 5 XK2B9ES0HN94 





























CASTLEVANIAIV 

7E007C03 Infinite Lives 
7E13F214 Unlimited Extra 
Weapons 

7E13F050 Unlimited Timel 


U 

u 


DINOSAURS 



7E1731 OX Will give player I 
amount of lives each time 
Replay is enabled. 

7E16ED05 Tops the Dinosauh 
energy if Action Replay is enal^it^ 
For invulnerability use both codss: 
7E176305 Tops the human en^a^': 
gy to f ull - For invulnerability use ‘ 
with above codes. 

7E0DF063 Will set the time to 63 
seconds while Action Replay is ::,i 
enabled. 

7E1F8CXX Will give a player XX;< 
eggs when Action Replay is 
enabled. 



7E0D2E04 Gives characters level 
12 shortly after activating the 
Action Replay. 




HOLE IN ONE GOLF 




HOOK 


7EF7C103 Unlimited power, 
off Action Replay between leveMJ 
7E1F1459 Unlimited Time 
7E1F0003 Unlimited Lives 



7E10A102 To get a hole in-one 
every time. 


WRESTLEMANIA 

7E06EC30 Unlimited Energy 

SPIDERMAN " 
AND THE X'MEN 


DIMENSIO N FO RCE 

7E021504 Infinite Lives 
7E020F0C Gives you full pow;^J 
Change the last C in the code 
if you want other options 



7E10F880 Infinite ener 
7E010003 Infinite lives 4^ 


GODS 


7E01DB0X Gives you X number of 
lives 

7E0156FF Over 65000 money 
7E0157FF Silly money 
7E0115318 Unlimited energy 
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GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 


• WITH THE ACTION REPLAY CARTRIDGE 
YOU CAN NOW PLAY 
YOUR FAVOURITE GAMES 
TO DESTRUCTION!!!! ^ 


'Pm Aetion Reptey it B flmm 


Just imagine, infinite iives, uniimited 
energy, special effects, extra fuel/ 
ammeter play on any level. Become 
invincible with the Action Replay 
Cartridge for your SUPER NES™, 
GAME BOY™ Console. 


0003 F I S 4 F :75 


01350 ■ 06010 


> So easy to use...if you can pl^y the game 
you already know how to use Action Replay. 
Simply input any of the hundredsHOf codes^and 
bust your games wide open!!! 


> With its unique buiit-ih "CODE GENERATOR", 
you can actually find and create your own 4^ 
cheats. No need to wait for code updates. "Hi 
With this unique feature you have the ability to 
crack the latest, games as they are releasef^ 
\ No other product can offer this! 


JllLlL^ilLlir'L=:L:; 


^ Now you can play your jgames^o levels 
that you did not know even existed. This is 
^the cartridge the experts use. 


ACTION REPLAY 


INFORMATION AND NEW CODES 
0782 745990 for the SUPER NES 
0782 745991 for the GAME BOY 

line open 9.am - 5.30pm Mon-Fri. 
9.30anx" 1-30pm Sat. 


X Action Replay even works as an 
adaptor so you can now choose from 
the huge range of US & Japanese 
software and play it on your 
UK SUPER NES Console. _ 


"NINTENDO", "GAMEBOY" & "SUPER NES" 

ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 


^ 24 HOUR MAIL 
^ ORDER HOTLINE 
= 0782 744707 


ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs. 













































+ Lethal Weapon 3 
packs including 
the great new 
game and the 
^action movie...! 


he film trilogy featuring suicidal Riggs and 
home loving Murtagh took the world by 
storm with its fast paced action and its 
laffaminit one liners. The game has set Super 
Nintendo owners agog and now you can do the 
same to your pals with a jacket that is as sexy as 
Mel Gibson’s much filmed bum. 

Thanks to the latest Super Nintendo release 
from Ocean we have been able to nip around to 
their offices and steal three copies of the game, 
three videos of Lethal Weapon 3 and an exclu¬ 
sive promotion jacket that is unavailable In the high street. 

All you have to do to win this great Lethal Weapon jacket 
and a pack is answer the three easy questions on the left. The 
runners up will each receive a copy of Lethal Weapon 3 the 
video and Lethal Weapon the scrolling shoot ’em up game, 
reviewed in these very pages last month. 


She’s blonde, she’s a pop star and mother and she was 
r a South African in Lethal Weapon 2. Who is she? 



A killer in Goodfellas, a crook in Home Alone and an 
annoying geek in Lethal Weapon 2 and 3. Who Is this 
diminutive chap? 


1 Joe Pesci 

2 Robert De Niro 

^ 3 Alex Lee 



i 


I . Name: 


X . Address:_ 

3 _ :::::::::::::::::::::::: 

Send your entries to: Super Action's Lethal 
Weapon Compo, Europress Interactive, 
Europa House, Adlington Park, 
Macclesfield, Skio 4np 

I I Please tick the box if you do not wish to recieve promotional material from other companies 



















Y ou’ve scoffed, you’ve laughed and you’ve said it couldn’t 
be done. It can and it has been. Now. you can play 
Streetfighter 2 using the final four bosses fronn Streetfighter 2. 
There is, as with all good news, a bit of a snag. You need a 
Ganae Genie to do it. 

The Game Genie is a new device from Hornby Hobbies 
and it works a little like Datel’s Action Replay. However, if you 
want to get the code working and you can’t wait for the Game 
Genie to arnve, don’t fret. We will give a Game Genie and all 
the codes you can handle to the first reader to answer the fol¬ 
lowing three questions: 

I. In the original Streetfighter, who was the 
final boss? 

2. What was unusual about the fire buttons on 
Streetfighter? 

3. Do you think Gabby out of the Big Breakfast 
is gorgeous? 


Interesting Shy Ken ; 
V. Ken Code 

Just plain weird this one. Try it and see. 

lOAF-0767 

F0AD-FD04 




Sudden death 

Both players will start with no enef^. 
the first strike means instant death, 
quite a lot of tension to a game. 

DDAC AFD4 





f- ^ ; f [ 


7 i , - 





i 


Special moves in 
mid-air ^ 

With the following code, you can use t 
fireballs. Sumo head-butts and even ^ | 
hundred-foot kicks in mid-air. Funky! 

C4A4-6767 ^ 

Championship 
Edition Code T 

This simply accesses the built in 
Championship cheat without all that 
some mucking about with the joypad. '^l 

4DC6-6493 3 

B9A0-AF04 


Jump off 
walls 

Now ail characters can 
bounce off the edge of 
the screen in the same 
way Chun Li does. Very, 
very useful. 

4A6C 6D69 

Play bonus sta 

This simply lets you destroy the 
bricks and isn’t that much use uale^s ■' 
you’re totally duff and havenY pla] 
part yet t 

DDA4-A404 6DA4-A764, 



uper, lovely, snnashing. 
Right, that's all for this 
^^^ssue and things are 
going to look just a little bit 
different next time. The cheat 
section is going to get bigger, 
better and bouncier. Until 
then, send your cheats to: 

Super Action 

Europress Interactive 
Europa House 
AdlingtonPork 
Macclesfield SK10 4NP 


FIGHT USING THE FINAL BOSS CHARACTERS 

To use the cheat, insert your Game Genie and enter these two codes. 

10A4-0767 

F0AE-6D04 


Start a two player VS game as normal and 
select Ryu and Ken. Now, when you 
reach the stage select screen, choose any 
one of the last four locations, USA, Spain 
ar either of the Thailand locations. Now 
you will start the game. Player two now 
plays as the boss of that stage, jumping, 
crouching, kicking and punching are all 
perfectly normal, but the special moves 
are different to those found in the arcade 
and some, like M.Bison’s torpedo move, 
seem to be impossible. When you get it 
working, you’ll notice a few things. Firstly, 
the colours of the spntes are all wrong. 

If you throw the boss character at 
this stage, the colours will correct them¬ 
selves. Spooky! As it is, they look like 
they’ve been eating Ready Brek. On 
round two, especially with M. Bison, the 


sprite may distort, or worse still, revert 
back to Ryu. It is very strange, but by no 
means perfect. 

We’ve tned fiddling around with the 
codes, but the most we could achieve 
was to give Ken ginger hair. Sad. 
However, we have passed on the code to 
Hornby who are beavering away as we 
speak, trying to get a better sequence of 
codes together. We’ll keep you posted, 
but in the meantime, this is the best 
you’re going to get. 

One word of advice to owners of 
the Japanese version of Streetfighter 2, it 
doesn’t work at all and simply changes the 
colour of the sprites. Sorry dudes. 
American and British versions do work 
though. This is not a gag at your expense, 
it really does work! 
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M eet Fox McCloud. 

The Galaxy has 
seen heroes 
come and go, but never in 
the field of alien conflict 
has there been a hairier 
one. Fox McCloud is the 
hairiest bloke in the whole 
Universe. Sure, hair is use¬ 
ful, but it’ll take more 
than a hirsute body to 
save our souls this time. 

The evil Emperor Andross 
has taken control and he’s 
the filthiest, slimiest, most twisted, alien 
space frog ever to eat lunch in this town. 

Fox has a simple mission. He must 


There 
does'nt 
seem to 
be a’sub 
title 
There 
does'nt 
seem to 


Argonaut 
Software 
have taken 
the Super 
Nintendo’s 


If you’ve read previous issues, you 
may have noticed a tendency to report any 
updates on the Super FX chip. If you haven’t 
read Super Action, please accept our deepest 
condolences. Coverage of Super FX in other 


make his way through the most dangerous 
stretch of space known to man, battle his way 
through hordes of enemy starships, save ten 
planets from extinction and find the enemy 
planet Gallon. Here, the final showdown with 
Andross will take place and the fate of the 
Universe will be decided.Take to the stars with 
the latest in spacecraft technology as well as the 
invaluable assistance of your buddies. This might 
just be the hottest Super Nintendo game of the 
year, but what’s it all about (Alfie)? 


Argonaut Software have 
taken the Super Nintendo’s 


Argonaut 
Software 
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the Super 
Nintendo’s 
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Stai-fox is the first Super Nintendo ganie to fea- that anydiing. from a picture of some 

ture this new chip, so here’s a brief list of the bi icks. to a high I'esolution photo, can 

things it can do: be placed on the surface of a polygon 


3D POLYGON ANIMATION: A poly- and moved in all three dimensions, 
gon is an object that can be moved in any direc- Starfox doesn’t actually use this tech- 

tion and one that a computer actually thinks of nique, but the potential is staggering. 



end of each level and the status of your buddies 



will affect this. 

Think of it as a last ditch option and 
you should fare well. These guys will talk to you 
most of the time you’re playing and if they are 
in trouble, you’ll know all about it. 

This shield option is unavailable in 
deep space, where the viewpoint changes dra¬ 
matically, i.e. placing you inside the cockpit, 
rather than viewing the action from a safe dis¬ 
tance. Your pals would be almost Instantly oblit¬ 
erated by the onslaught of meteors and aster¬ 
oids anyway. 


SPRITE ENHANCEMENT: Not only will 
the Super FX create stun- 
ning 3D graphics, 
also do some pretty nifty 
2D stuff. Sprites (as 
opposed to backgrounds) 
J|S now be scaled and 

H rotated, meaning some 
Vjk very spectacular arcade 

machines, like Namco’s 
id Assault, can now be con- 

/ verted to run on Super 

Super FX chip 
will also eliminate sprite 

■ slowdown and flicker, a 

problem 0cit has caused 
much concern and frus¬ 
tration to programmers. 


as ‘real’. The obvious use for this kind of gfaphic 

animation is simulation but. 

as Starfox proves, 

shoot ’em up benefits from 

polygons. 

RISC TECHNOLOGY: 

Reduced Instruction Set ^ 

Cc^puter. This is a reason- 

ably recent technique allow- 

ing computers to make cer- 

tain calculations at enormous 

speed. An instruction that 

normally takes a Super NES ' 

six or seven cycles to com- ^ 

pute, can now be calculated ' 

in one cycle. Don’t ask us 

TEXTURE MAPPING: 

This kind of technique would 

make a 486 PC collapse in a 

pile of smouldering circuits. ^ 

Texture Mapping allows 

images to be wrapped 

around polygons, meaning 


Argonaut Software have 
taken the Super 


popma- 

xion 

FRenzy 

One of the nice 
> > > aspects of Starfox game- 
play, is the ability to 
utilise the rest of your squadron. While you are 
on a planet, you can fly at one of three speeds: 
fast, normal and slow. If you slow down 

P at the right moment, three of your 
buddies will fly straight past you and 
protect you in a shield formation. 

This is incredibly us(|ful 
when the going gets tough, but there is 
a minus. These helpful allies will take a 
lot of damage and can even be totally 
destroyed. You receive a bonus at the 


Argonaut Software have taken the Super 
Nintendo’s 
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There’s 

something 

fishy @ 
going on @ 
here - ^ 

Robocod 
on the 
SNES! 


I t’s not easy being fishy. For a start, you 
have to spend most of your time 
underwater. This would be fine if you 
were an ordinary fish, but no! You are a 
super special fish - James Pond, underwa¬ 
ter agent no less. No bungling about in an 
Aston Martin for Robocod though - this 
job calls for serious jumping ability. 

You arrive at a mysterious castle, some¬ 
where in the Bavarian Alps, with your objective 
as yet unclear. What you do know though, is 
that it will involve loads of lovely ladles, a smat¬ 
tering of adventure and lots of cute stuff. 

All this action and mayhem requires more 
than just a tuxedo, your boss, back at HQ, has 
Issued you with the latest in cybernetic technol¬ 
ogy. A near indestructible, hydraulic, jet pow¬ 
ered robosuit. Not exactly Haute Couture, but 
devastating In theory (and in practice). 

Robocod, as If you didn’t already know, is 
the sequel to James Pond, Underwater Agent. 
The first game was a bit weird to be perfectly 
honest and involved a lot of swimming around, 


collecting stuff. Although original and well 
designed, it wasn’t really much fun. Hurrah, hur¬ 
rah, hurrah then, for the sequel has turned out 
to be one of the best platform games around. ■ 
It borrows heavily from other games in the 
genre, such as Mario and Sonic, but also comes 
up with a few original features. 


HyDRaUUC HOKUm 

One of Robocod’s abilities comes as a bit of a 
surprise. He Is equipped with a rather useful 
stretchy body which, at the press of a button, 
can rise several hundred feet in the air. 

When you reach a ceiling of some sort, 
Robocod will cling on for dear life and you can 
shuffle him (slowly) along, until you find a suit¬ 
able spot for descent. This technique comes in 
extremely handy when you are faced with some 


Robocod huge 
himself to keep 
out the ever 
increasing chill. 


Toy cars? Nuts and bolts? 
There’s definitely some¬ 
thing fishy going on 
(hardy, har, har). Solve the 
mystery and save the day. 


Tasty treats and 
toy soldiers 
make up most of 
this level, 
strange, huh? 


Everything in 
Robocod is 
cute, including 
bad guys. 


Those smiling 
faces in the 
background 
are there for 
decorative pur¬ 
poses only. 
Don’t get dis¬ 
tracted. 
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An angrier 
looking car I 
have never 
seen in my 
whole life. 


Low flying terror on the 
meccano level. How will you 
survive such an awesome 
onslaught? With courage, 
skill and the smart cheat 
< on level one. 


REaCH FOR THE SK^ 

This method of reaching for the sky may also 
help you find short cuts and even hidden trea¬ 
sures, so experiment - you’ll be glad you did in 
the end. 

Robocod is fast. At full pelt, he tears across 
the screen at a furious pace and certainly rivals 
Sonic In terms of sheer rapidity. All this speed, 
however, is not without cost. 

A foolish fish can soon find himself in trou¬ 


bottomless chasm. Many such holes can only be 
crossed in this manner. 

Hanging around on the ceiling does actually 
leave you very vulnerable to attack, so keep 
your wits about you at all times or you may end 
up in trouble. 


ble If he’s not careful and haring around the 
screen at such a suicidal rate is not being care¬ 
ful. So what’s the solution? Some kind of trans¬ 
port I think. 

Robocod will, at various intervals, have 
access to some fairly spanky vehicles. 

The first one you’ll come across, will 
probably be the car. It’s cute, as is every¬ 
thing in this game, with big blue eyes and a 
happy smile. The car enables you to 
travel quickly and without fear of 
molestation from the surrounding 
bad guys, unless they attack from 
above. If you sustain too many | 
hits you lose both the car and, * 
more importantly, a life. 

A small (and cute) air¬ 
craft is also available making 
progress through the more 
cavernous levels that bit 
easier. The plane gives you 
little or no protection from 
the baddies, but it does 
afford you the manoeuvra¬ 
bility you require to stay 
out of trouble. If you acquire 
the plane, try and hang onto It. 

You may also find yourself 
(on specific levels) aboard a train. 

Yes, a cute train. This makes up the 
meat of the level and you have to 
make your way from one end to the 
other. Top fun, but a little too dangerous 
for most folks. 

The transportation elements add a 
touch of variety, much needed in plat¬ 
form games of this ilk. Fast, furious 
and frantic fun. Nobody does it 
better, baby, baby, you’re 
the best. Ta ta! 
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300 lbs of rippling 
titanium fish. 
Enough to strike 
terror Into the 
hearts of villains 
everywhere. 
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Dear Guys, 

I think your mag is super not mega, SUPER and could you 
please answer my questions? 

1. Would the CD ROM-XA be able to link up with the SNES? 

2. What’s all this about computer games being bad for your 
health? 

3. What do you think of Super Aleste? 

4. I have Streetfighter II, F-l Exhaust Heat, Super Mario World 

4, Super Aleste and the Action Replay Cart. What should I buy 
next? 

5. Who’s your favourite Street Fighter II character? 

Thanks, rave on you guys! 

Ben Vella, London 

1. Yes of course, that’s the only way you’ll be able to 
get the darned thing working. 

2. A load of nonsense dreamed up by people who think 
that TV gives you space germs. 

3. It’s rather gorgeous actually. 

4. A Super NES to play them on. 

5. Ryu. 

Dear Guys, 

Top mag! Please could you answer me a few questions? 

I. Will Bubsy really be as fast as Sonic? 

2.. Is there any plans for a Super Soccer 2 or Super Kick Off 2? 

Robert Barber, Stoney Middleton, Sheffield 

1. Yes it will! 

2. No, not at the moment anyway. 


Dear Guys, 

In Super Mario World I hear that there is a secret level leading 
from Butter Bridge. I would be pleased if you would tell me 
where it is. 

Jonathan Conroy, Sixmilecross, Omagh 

At the end of Butter Bridge, use the cape to fly under¬ 
neath the last platform (where the goal stands) and 
you will then reach an exciting secret level. 
Remember, any world that flashes red contains a 
secret exit. Some worlds contain more than one secret 
exit and you’ll have to use your skill and cunning to fig¬ 
ure it out. Look around the map and see which worlds 
look like they might have another exit. Piles of rocks 
nearby are a dead giveaway. 
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Dear Guys, 

I think your magazine is top but could you answer a few questions? 

1. Is Desert Strike on the SNES better than the Mega Drive version? 

2. Is the CD ROM-XA any good and how much is it? 

3. When is the CD ROM being released? 

4. Is Turtles IV any good? 

Craig Wilson, Blackpool, Lancashire 

1. Just a little bit. 

2. I don’t know yet, but it should cost about £200. 

3. With any luck, before Christmas this year. 

4. Yes, it’s great. 

Dear Guys, 

Your mag is the best SNES mag in the world, I think the best things of the mag are the 
front covers, game reviews and Bill and Ben. 

I would be most honoured if you could answer my questions. 

1. On the SNES CD ROM-XA will you be able to see Kodak photo CDs? 

2. Will Streetfighter 92 Black Belt be released soon and in what format? 

3. Will you be able to put Laser Karaoke CDs in the CD ROM-XA? 

4. What month (about) will the unit be released? 

5. Could you tell me if the the Top Fighter joystick is any good for the SNES and 
when will it be released here? 

6. Can you use Phillips CDs and Mega Drive CDs on the SNES CD ROM-XA? 

7. Could you tell me which company is making the CD unit? 

8. I heard that Sega were going to release a 32 bit machine, but my friend says that 
there will be cartridges with a micro chip making 32 bit graphics, is this true? 

Please answer my questions I am dying to know the answers and I am sure other peo¬ 
ple would like to know too. 

Benny Chan, Small Heath, B*ham 

1. It’s a real possibility, we await further news. 

2. Expect a revamped version of the game late this year. 

3. Yes, but not the standard format. 

4. Hopefully August/September. 

5. It’s as good as any other stick and will be released very soon. 

6. Philips CDs will probably work, but this has not been confirmed. 

7. Philips/Ricoh/Nintendo are the companies involved. 

8. Sega will not be making a 32 bit machine for a few years yet. However, 
the Super FX chip for the Super NES can handle graphics with a 32 bit 
RISC system. 

Dear Guys, 

Why is it that Super Action is just so good, I can’t understand it at all? And how did 
you manage to get such top staff? 

T. Spectre, Bracklesham Bay 

We wouldn’t tell you that, now would we? 









E verybody needs friends and B and B are no 
exception — in fact we need our friends more 
than most, because we’re pathetic. So if you’re feel¬ 
ing lonely and need a pal you can count on us. We 
know loads about the SNES too, so why not test our 
knowledge and send some jovial, friendly and down¬ 
right nice inquiries to us. 

Send anu cnummu letters to: 

Bill and Ben s Poison Pen 

SUPER acTion 

Europress Interactive, Europa House, 
A-dlington Park, Macclesfield, 

SKIO 4NP. 


Dear Guys, 

1. Is Monkey Island I and 2 coming out on the SNES, and if so when? 

2. On the CD ROM-XA will games from Microprose be released like BI7, FIS Strike 
Eagle or F19 Stealth Fighter? 

3. Will they maybe be released on cart? 

Darren Morton, Cleobury Mortimer, Worcs. 

1. It’s almost definite dude, but way, way off. 

2. Possibly, but Microprose haven’t signed anything yet. 

3. Super Strike Eagle will be out before summer. 

Dear Guys, 

In your last issue there was a guy named Albert Brooks, Liverpool and he completed 
the Super Mario World game. Do you have the address of this guy or can you ask him 
for me whether he will sell or exchange this game complete with all the levels saved? 

Malzer Thomas, RAF Cottesmore, Leicestershire 

We can’t give out addresses I’m afraid, but it’s a bit sad that you can’t be 
bothered doing it yourself. Can anyone out there help? 

Dear Guys, 

I wonder if any of your readers have noticed the distinct resemblance between Alex 
Lee, your new production editor, and the potato-headed monster from an episode of 
Doctor Who called “The Sontaran Experiment”? 

J. Pertwee, London 

We certainly agree. 


Dear Guys, 

Please please answer these questions for me; 

1. Is Speedball II coming out on the SNES? If so, is it any good? 

2. Is it true that they are bringing the price of SNES games down to about £30? 

3. Is Mr Nuts any good and how much does It cost? 

4. Will there be a Zelda IV on the SNES? 

5. On Zelda III there is a man ill in bed. To make him better I understand I need to get 
a herbal remedy. Where do I get this? 

6. Will Robocod II be coming out on the SNES? 

Andy W, Sutton Coldfield, West Midlands 

1. Possibly. 

2. Not for a while. 

3. It’s not out yet and it isn’t even finished. 

4. Yes, next year. 

5. I’m not telling. 

6. Yes, in the summertime, from Ocean, so read our fabulous preview for 
more details. 


Dear Guys, 

1. Will Tetris 2 be released officially? If so when? 

2. Which Baseball game is the best? 

3. Will any Baseball games be officially released? 

4. How good is Tiny Toons and will it be officially released? 
Thank you! 

Steve Cole, Lincoln 

1. In a couple of months my good man. 

2. Wait for 2020 Super Baseball. 

3. See above. 

4. It’s fab, but it’s some months off. 


Dear Guys, 

In Febuary’s letters page you mentioned the equipment, i.e. 
hardware/software used in the development of games, I was 
wondering if you could answer a few of my questions? 

1. You said a PC is the main requirement, does this mean any 
PC can be used? If not, could you please specify?. 

2. Is the SNES emulation pack available on the market and what 
exactly does that entail? What does it cost? 

3. Is the program, formulated on the PC, transferred directly 
onto a blank cartridge or onto disc? Which is preferable? 

4. Does the SNES have Its own language or is the data on the 
cart written In PC language? 

5. Is it better to have a degree In computer programming or 
just buy the right books and learn for yourself? 

6. Do you have to be a programmer to work the games in 
development? I have thousands of ideas and layouts you see. 

7. What do I do, who do I write to? 

Hope these don’t hurt your brain. 

Peter Shand, Kelty, Fife 

1. The PC is a customised unit supplied by Nintendo to 
developers. 

2. Nope, you have to be a licensee/programmer. It cost 
quite a bit. 

3. It would be saved on hard disk and from there an 
eprom is blown. 

4. You can program in SNES processor machine code 
or use various PC languages. 

5. Both options are viable. 

6. Being a programmer helps, but there are some 
designers who aren’t. Try sending your ideas to soft¬ 
ware companies. If you’re a genius, they’ll definitely be 
in touch. 

7. See above. 

8. You hurt my brain. 
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The lu€ky winner of eur Hornby Turboteuch Joypad is super spawny get, 
David Webb from Wythensbawe in Mansbester. As we speak, a spanky 

new ioypad is winging its way to him. 


Dear Guys, 

Can you please settle an argument me and my pal have been having at school. She says 
that you can only use American games through an adaptor and that Japanese and 
European games blow up your machine. 

I don’t want to test it because I can’t afford a new Super Nintendo but I want to play 
Japanese games. Also, will the text convert to English when it works? My pal has a 
Megadrive and she says Japanese games turn English when you plug them into a British 
Megadrive. Is this true? 

Fiona Small, Polperro, Cornwall 

Oh dear, oh dear. To all intents and purposes, Japanese carts are technically 
identical to their American counterparts. Apart from the shape and size of 
the plastic casing, there is no difference at all. If you have an adaptor, this 
will run Japanese games just as readily as American ones and as long as it s 
not text heavy (like some RPGs), you can play any Jap game. 


Dear Guys, 

I’m going on holiday to America later this year and I want to know how easy it will be 
to bring an American Super NES back home with me. Will it work on our power sup¬ 
ply and what do I need to do to get it working on our TV system? My pal phoned a 
rival Nintendo magazine a couple of months ago and they said you made the Starfox 
story up. All the other magazines have printed pictures now, so it must be true. Did 
you find out first? 

Alan Craig, Livingston, Scotland 

Fire, the people who made the first Mario Kart compatible convertor, have 
recently launched a Pal convertor for foreign machines. You simply plug it 
in the back of an American or Jap machine, turn it on and away you go. 
This makes importing machines a lot safer and simpler. If you want to find 
out more, try contacting Console Plus in Leeds. 

As far as the Starfox business goes, we were first with the info and if other 
magazines think we make the stories up, they’ll end up eating their words 
soon enough. 


Dear Guys, 

I think your mag is brill. Would you please answer these questions for me? 

1. Is there a cheat to play the last bosses on Streetfighter 2? If there is, would you 
please tell me? 

2. Which of these games is the best: Spiderman, Mario Kart, or Star Wars? 

3. Is there going to be a game to rival Streets of Rage on the Megadrive? Apart from 
Rival Turf 2, because that’s only twelve megs. 

4. When are Return of the Jedi and Batman Returns coming out for the Super NES? 

5. Is Final Fight 2 going to be a 16 meg cart and when is it coming out? 

6. Are Capcom working on Streetfighter 3 for the Super NES and the arcades? 

Sajjad Ifthkar, Edinburgh, Scotland 

1. Yes, read Barry Diablo and you’ll see. 

2. They are all fantastic, but we prefer Mario Kart. 

3. Final Fight 2 looks pretty stunning. 

4. Return of the Jedi is, at very least, a year away. Batman Returns is com¬ 
ing very soon though. 

5. Possibly and soon. 

6. Capcom will definitely do Streetfighter 3 as an arcade machine and a 
Super NES conversion is inevitable. 





Dear Guys, 

When you were children did your father beat you? Did he 
scold and berate you when you misbehaved? Was he a cruel 
man, with no love for you or your mother? Did you spend 
fearful nights in your darkened room, sweating and terrified he 
might return from the local bar? I know you Bill and Ben. I see 
the lonely and pathetic fear of your childhood. 

The lack of a loving father has made you weak. Your social 
incompetence and lack of confidence are never more than a 
step away. You’re no more than a couple of fools, with your 
expensive education and your cheap shoes. Just a couple of 
generations away from poor, white trash. 

I knew a pair like you once. They were recommended to me by 
another patient, Benjamin Raspail. How they whined and com¬ 
plained and told me of their grief I ate them both with some 
fava beans and a fine chianti. I may visit you soon, to hear you 
whine a little. 

Dr. Hannibal Lector, Baltimore Institute for the Criminally 
Insane, Ohio 

Erm, thanks Dr. Lecter, but er, there’s no need to 
come calling. Perhaps we could talk through a sort of 
pen pal situation or something. Really, we appreciate 
the letter and everything. Thanks, really. We think 
you’re ace. Oh yes, we’re moving to Australia soon as 
well. 
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Dear Guys, 

I woke up this morning to discover that one of my legs was 
missing. I telephoned the local constabulary who said that I was 
being silly and had probably left it on the bus. 

I know for certain that I would not leave something as impor¬ 
tant as my leg on any kind of public transport system. My leg Is 
quite distinctive, with a rather attractive knee and horrible yel¬ 
low toenails. 

If any reader has seen the missing leg, could they please tell me 
where the darned thing has gone? I will offer a small reward if it 
is found. 

Mick Williams, Wells, Somerset 

Mick, you are obviously deranged, but we have passed 
on the message and if any reader has seen your leg, Tm 
sure youMI know about It soon enough. 


Dear Guys, 

I am writing because I have tried to do the “Spooky Ken vs Ken trick” which 
you printed in an earlier issue. I followed your Instructions to the letter and 
continued using Ken. Instead of going into battle with Ken, I kept going and fin¬ 
ished the game, without fighting Guile, yet his portrait was still coloured. Now 
that’s spooky. Is this a bug or a hidden extra? Can you do it with any other 
player? 

Ben Chadwick 
Queenscliffe, Australia 

Ooh! Dead spooky! There are lots of spooky tricks you can do using 
the method described, but all of them are bugs, not deliberate addi¬ 
tions. If any readers find any more, send them in and we*ll print the 
spookiest. 


Dear Guys, 

I recently read in another magazine that the CD 
ROM for the Super Nintendo will have the CDs in a 
cartridge. Does this mean that they aren’t actually 
CDs? I don’t understand why they have to come in 
cartridges when the whole point is to have the game 
on one disk. Do you think this is true and will they 
be more expensive than ordinary CDs? 

Also, will there be any more Simpsons games out on 
the Super Nintendo? I have already got Bart’s 
Nightmare and Krusty’s Funhouse. 

I buy your magazine every month and I think it’s ace, 
so do my mates at school. Suck, suck. 

Craig Pullar, Kingston, Surrey 

At the moment, details about the Super NES 
CD ROM are still sketchy and even worse, 
subject to change. It is true that Nintendo 
plan to have the CDs enclosed, but it 
shouldn’t affect price. There will be more 
Simpsons games, watch the news and we’ll let 
you know, as soon as we know. 


Dear Guys, 

Please could you answer a few of my questions; 

1. When the CD ROM-XA Is released will it make 
the SNES better than the Amiga 1200? 

2. If the SNES Is supposed to be competition for the 
Mega Drive, why give it a slower processing speed? 

3. When the price reduction of cartridges occurs, 
will It be a huge reduction or the sort you get by 
haggling anyway? 

4. Will there be a follow-up from Zelda III? 

5. Is It possible to order games from mail order 
companies based in America through an American 
magazine? 

Aaron Thurling, Woking, Surrey 

1. We’ll have to wait and see. 

2. Read the Megadrive VS SNES feature else¬ 
where in the magazine. 

3. It will be small, five or ten pounds at most. 

4. Yes there will. 

5. You can always try, but you’d have to send 
an international money order. 


This rather funky pUture of Hokuto No Ken, the Fist of the North Star, was sent 
in hy Brett Ashworth, of Preston in Lansashire. He finds himseif the spawny get 
winner of a brand new €opy of the North Star Manga video. 
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K this is it dudes 
and dudettes, your 
chance to get up there 
with the best of the 
best. If you can beat any 
of the scores listed 
below, get playing! 


Gdfne: Super Mario World 
Score: All the Nines 

Lei/eb NA 

risfncs: Frank O'Connor, 

Super Action 

Genie: Turtles In Time 
S&ore: Completed in 19.04 mins 
Hard 

Nick Barmby, Tottenham 



Contra III ' 

Score: Completed 
Lei/eU N/A 
rieme: Glen H, Redditch 

Gam^ Super R Type 
Score:,4057.ioo 
Lei^eb 6 , Hard 
riain^ M.Barmby, Wakefield 

Genn^ Streetfighter II 
Score: Beat Dave Goodyear 

Lei/el: 7 

rtBfUe: AHie West, Macclesfield 

Gam^ Super Pang 
Score: Completed 
LeA/'.ei: Hard 

name: Lisa Cragg, Super Action 

Game: Mario Kart 
Scdre: All Cups 

Lei/eL N/A 
rianie: spit Griffiths 


Send all your scores, pictures, letters & laffs to: 

HALL OF HEROES, SUPER aCTIOR, 
Europress Interactive, Europa House, 
Adlington Park, Macclesfield SKIO 4NP 


Name. 


, Town/City. 


Game. 


. Level. 


Score/achievement. 


Further comments 


Gainer Smash TV 
Scores: 44,815,265 
Lei/eL Hard 
flame: M. Barmby, 

Wakefield, West Yorks. 

Game: Turrlcan 
Score: Completed 
Lei/eb N/A 

flame: Alex Jeffries, Super Action 

Game: space Megaforce 
Score: 3,600,000 (completed) 
Lei/esb Normal 
flame: jamie Leeming, 

Stockport 

Game: Parodlous 
Score: 1,597.600 
Lesi/esb Omake (Ievel7) 
flame: Chan C. Lam, Angus 

Game: Bubsy the Bobcat 
Score: Completed protoype 
Lei/eb Hard 

flame: S. Kirrane, Super Action 

Gafne: Mickey Mouse 
Score: Completed 
Lei/eU Difficult 
flame: Sarah Sherratt, Bowdon 

Games Super Mario Kart 
Score: Won all races 

Lei/e^ N/A 

flam^ Alex Lee, Super Action 

Game: Turtles in Time 
Score: Completed 
Lei/eL N/A 

flamee jay Sharpies, Stockport 

jG^r^ Zelda III 
Scprda Completed in one month 
Lei/el: PGA West 
: FtelTl 6 : jimmy Mathews, Guildford 

■ . t'- 

.5 - C^m€& Blastris A 
&f::ore:.228400 
''|.yL€M/el: Hard 
• rtemes Tom Markham, Dublin 

Game: Super Mario W(|rld 
Score: Complete, 96 Worlds 

Lei/eL n/a 

flame: Albert Brooks. Liverpool 

Gi^me: Syvalion 
Scores Completed 
^ Liii/eL N/A ^ 
i'V"-flame: S. Atherton, Super Action 


Game: Fist of the North Star 
Score: Completed at all skill levels 

Lei/eL N/A 

flame: jason Sharpies, Marple 

Game: Gradius 3 
Score: 700,800 
Lei/eb Easy 

flame: Michael Alexander, Bath 

Game: IREM Skins Game 
Score: 10 Under Par 

Lei/eL N/A 
flame: Daz Willot, Stoke 

Game: The King of Rally 
Scores Completed, second place 

Lei/eb N/A 

flame: Dj Traxx, Manchester 

Game: jerry Boy 
Score: 65,000 
Lei/eL n/a 

flames John Smith, London 

Game: Ramna 2 
Score: Completed 
Lei/eb N/A 

flame: Vicky Marston, Stockport 
Game: F-Zero 

Scores Completed Queen League 

Lei/eL N/A 

flame: Darren Paul, Taunton 


Games Super Star Wars 
Score: Completed, 
Lei/eL Normal 
flame: Rob Wilson, 
Stockport 


Game: Hard Drivin' 

Score: 598,251 

Lei/eb Hard 

flame: Simon Hope, Ashley 

Game: Ranma 2 
Scores Completed 
Lei/eL n/a 

flafne: Vicky Marston, 
Stockport 

Game: Wanderers from Ys III 
Score: Completed 
Lei/eL N/A 

n^m^: C. Waddle, Sheffield 

Gi^me: Best of the Best 
Scesr^ Completed 
J-ei/eb N/A 

flame: Ben Lewis, Gawsworth 




I 





















MAIL ORDER ONLY 


SUPER NINTENDO TITLES ALL AT £39,99 

Unless otherwise stated 


iro#» ii 


*AXELAY SPECIAL OFFER* 
*£37.99* 

Actraiser 
Adventure Island 
Area 88/UN Squadron 
Bart's Nightmare 
Castlevania 4 
Caveman Ninja 
Chessmaster 
Chester Cheetah 
Cyberspin 
Dino Wars 
Ghouls 'n' Ghosts 
Home Alone 2 
Hook 

Irem Skins Game (39.99) 
jack Nicklaus Golf 
jimmy Connors Tennis 
Krustys Fun house 
Lemmings 
Mystical Ninja 

Mickey's Mystical Quest (£48.99) 
NBA Basketball 
Out of this World 
Parodius ()ap) 

Pebble Beach 
PGA Tour Golf 
Pilotwings 
Populous 
Pushover 
Rival Turf 

Romance of 3 Kingdoms 
Sim City (£34.99) 


Spiderman/X Men 
Streetfighter2US(51.99) 
Super Contra 3 
Super Coal 
Super Offroad Racer 
Super R-Type 
Super Smash TV 
Super Soccer (£34.99) 
Super Soccer Champ 
Super Tennis (£34.99) 
Test Drive 2 
Top Gear 

True Golf Classics (B4.99) 
Wanderers from Y's 
Warpspeed 
Wordtris 

WWF Wrestlemania 
Zetda III 


ADDAMS FAMILY.£32.99 

ARCANA.£32.99 

BASEBALL SIM 1000.£33.99 

BATTLE GRAND PRIX (jAP).£24.99 

BILL LAMBEERS COMBAT B/BALL£34.99 

DARIUS TWIN.£32.99 

DINOSAURS (jAP DINO CITY)....£34.99 

EARTH DEFENCE FORCE.£29.99 

FZERO.£29.99 

FI CIRCUS. £34.99 

FINAL FANTASY 2. £34.99 

C.FOREMAN BOXING £29.99 


GOLDEN FIGHTER (jAP). 

GRADIUS 3. 

.04.99 

.24.99 

j.MADDEN F/BALL. 

.£29.99 

KABLOOEY. 

.01.99 

KING OF THE MONSTERS (jAP)£34.99 

KRUSTY S FUNHOUSE. 

.£32.99 

LAGOON. 

.01.99 

MAGIC SWORD. 

.06.99 

MUSYA (jAP). 

.£27.99 

PAPERBOY 2. 

.£31.99 

PHALANX (jAP). 

.04.99 

PITFIGHTER. 

.£34.99 

PLAY ACTION F/BALL. 

.£27.99 

PRINCE OF PERSIA. 

.£39.99 

Q-BERT 3. 

.£34.99 

RACE DRIVIN'. 

f3499 

ROBOCOP 3. 

.02.99 

ROCKETEER. 

.02.99 

ROCKETEER (jAP). 

.£24.99 

R.CLEMENS BASEBALL. 

.£31.99 

RPM RACING (jAP). 

.£24.99 

SPANKY'S QUEST. 

.01.99 

STRIKE GUNNER. 

.£29.99 

SUPER SMASH TV. 

.£34.99 

SUPER ADVENTURE ISLAND.£32.99 

SUPER BAHLETANK. 

.01.99 

SUPER BOWLING. 

.01.99 

THUNDER SPIRITS. 

.£31.99 

TKO BOXING. 

.£32.99 

TURTLES IN TIME IV. 

.£34.99 

WORLD LEAGUE SOCCER. 

.£32.99 

WORLD CHAMP BOXING (jAP) .£24.99 




I fIRC S.HIS Games Converter (Plays Pilotwings & Super Mario Karrj | 
NOW only £12.99 (*£1.50 P&P) 

Pro Action Replay - £39.99 - Fire Joy Card - £16.99 
Carry Case £17.99 - Ad^rantage Joystick - £A1.99 - Fire Pal Booster - £23.9 




OFFICIAL UK SUPER 
NINTENDO SYSTEM 
SNES STREETFIGHTER 2 PACK 

£ 154,99 

Version also available with UK-US/JAP 
convertor plus a game of your choice 
(up to £44.99) - NOW Only £194.99 inc.P&P 


Consoles £5 
Consoles Next Dfiy Couric 


NEW RELEASES: CALL 

♦•STARFOX** 

BATMAN RETURNS 
FI EXHAUST HEAT 2 
TINY TOONS 
MONOPOLY - £39.99 
CLUE - £39.99 
LETHAL WEAPON - £44.99 
JOE & MAC 2 
KING OF THE RALLY 
ALIEN 3 

WAYNES WORLD 
TERMINATOR 
TERMINATOR 2 
LOST VIKINGS 
TOYS 
B.O.B 

DRAGONS LAIR 

CALIFORNIA GAMES 2 - £39.99 
COOL WORLD 

HALEYS HUMUNGOUS ADV > £44.99 
AMERICAN GLADIATORS 
SIM EARTH 

SUPER DAVIS CUP TENNIS 
SUPER VALIS 4 
TOM & JERRY 
HERO 

HUNT FOR RED OCTOBER - £39.99 
BULLS Vs BLAZERS - £39.99 
GODS - £39.99 
ROAD RUNNER • £39.99 
WING COMMANDER > £44.99 
CHUCK ROCK - £39.99 
FATAL FURY - (JAP) £54.99 
STAR WARS • CALL 

NEW TITLES ARRIVING DAILY 
- CALL FOR LATEST RELEASES 


NEW TITLES ARRIVING DAILYI 
CALL FOR LATEST RELEASES 






' / 


SUPER NES SYSTEMS 
CHOOSE YOUR OWN GAME! 
CALL FOR PRICES! 
PLUS BUY ANY 2 SNES 
GAMES & SAVE£10 ON 
ULTRAMAN 
LIMITED STOCKS!! 


BROOIWIKNOLL ST, AIRDRIE, 
SUPER NES GAMES 

ACTRAISER.£44.99 

ADDAMS FAMILY.£38.99 

ADVENTURE ISLAND.£39.99 

ANOTHER WORLD.£39.99 

AXELAY.£39.99 

BART'S NIGHTMARE.£39.99 

BATTLECLASH (SCOPE) .£35.99 

BOXING.£42.99 

CASTLEVANIA IV.£32.99 

CAVEMAN NINJA.£44.99 

DRAGON'S LAIR.£39.99 

F ZERO .£32.99 

FINAL FIGHT .£44.99 

GHOULS & GHOSTS.£42.99 

HOME ALONE.£38.99 

KRUSTY S FUNHOUSE.£38.99 

LEMMINGS.£44.99 

LETHAL WEAPON.OUT SOON 

MARIO PAINt..c.....a.. ...£55.99 

MARIO KART .£35.99 

PAPERBOY.£32.99 

PILOTWINGS.£34.99 

PROBOTECTOR .£39.99 

PRINCE OF PERSIA.£48.99 

POPULOUS.£39.99 


IVILD DBN 


PUSHOVER. 

.£34. 

.99 

R-TYPE. 

.£32. 

.99 

ROAD RUNNER. 

.£49. 

.99 

RIVAL TURF. 

.£38. 

.99 

ROBOCOP 3. 

.£38. 

.99 

SIM CITY. 

.£34. 

.99 

SPIDERMAN & X MEN .. 

.£39. 

.99 

STREETFIGHTER 2 . 

.£55. 

.99 

SUPER SOCCER. 

.£32. 

.99 

SUPER SMASH TV. 

.£39. 

.99 

SUPER ALESTE . 

.£38. 

.99 

SUPER WWF. 

.£39. 

.99 

SUPER MARIO WORLD.. 

.£39. 

.99 

SUPER KICK OFF. 

.£39. 

.99 

SUPER PANG. 

..OUT SOON 

SUPER MICKEY. 

..OUT SOON 

SUPER BASKETBALL ... 

..OUT SOON 

TEST DRIVE 2. 

.£44. 

.99 

TMNT 4. 

.£39. 

.99 

TDP GEAR . 

.£39. 

.99 

UN SQUADRDN. 

.£44. 

.99 

WARP SPEED . 

.£42. 

.99 

ZELDA . 

.£34. 

.99 



THiS MONTHS SPECIALS 
CALL FOR AVHABKLLTY 


BoummAT . 

. JOIM 

EUimtKES . 

. JOSeSS 

ULTRAMMM ... 

. JOSM 

piTFimna . 

. JE29.8S 

SCOPE ALBMNES . 

. ,£4SM 

r _ _ 


CONSOLES & ACCESSORIES 

ASCII PAD CONTROLLER.£25.99 

SN PRO PAD.£14.99 

SNES ACTION REPLAY PRO.£39.99 

ORIGINAL SNES CONTROLLER.£12.99 

SNES STEREO A/V CABLE.£14.99 

SNES COMMANDER PAD.£19.99 

CAPCOM STREETFIGHTER JOYSTICK.PLEASE CALL 

SNES SCOPE + 6 ACTION GAMES.£55.99 

SNES ACTION SET.£154.99 

Includes SNES Control Deck, Hi- Tech Controller, SNES Scope + 6 Action Games 

SNES ENTERTAINMENT SET.£120.99 

Includes 1 Controller, SNES Control Deck & Super Mario World 

SUPER CON 2 CONTROLLER.£11.99 

POSTAGE AND PACKING: GAMES 95p ACCESSORIES £1.25 
- CREDIT CARD ORDERS SENT SAME DAY • 


ALL ITEMS SUBJECT TO AVAILABILITY. ALL GAMES UK VERSIONS 
AND MAY NOT YET BE RELEASED. PLEASE CALL 




ALL GAA4ES UK VERSION 

We accept Access, Visa, Master Card, American Express, Diners Club, 
Style, Switch, Cheques & Postal Orders. 













































































































































the 

Ohelk 

oe r d 


CDear iR^acCers^ 

Oz^er tpLC rvcT^t four 
pciges you cotl ueCzje 
vnto Cl treasure troche 
cCeCi^fits auc£ 
Bargains tfcat zve ue 
coucoctecCfor your 
perusaC. 

ff you're fzappy zvitfc 
tue serzjices of auy of 
these compauieSj 
cCou't forget to teCC 
your frie ucCs . 
S^CteruatiueCy, if you 
fiazie auy cpueries or 
corupCaiutSj zue as^ 
you to drop us a due 
at the usuaC address: 

‘Europress Interactive, 

Europa Otouse, I^cCCington Earf^j 
MaccCesfieCd, 5%X0 49dE 


Chalk a message on our board 
for as little as 


phone Simon on 

0625 

850874 


LOOKING EITE 

T ■ i> S ’ IM ’ CHEATS 

CHEATS ON THE CAMELINE UNDATED WEEKLY 



PROPRIETOR PANDORA'S GAME BOX 
17 IRWIN AVE, EASTMOOR, WAKEFIELD WF1 4QZ 
CALLS COST 36P PER MIN AT CHEAP RATE AND 48p PER MIN AT ALL OTHER TIMES 


IVliere can 3 rou find 1:116 lat:es1: 
games and products for 

:;::v::0 ac ■ ’1^ ■ ' ■“■■■ 

Where can 3 rou^nd them at 
highl3r con^M^^^^ p^ 
with eacc^^H^pi^l^y^^fetEt'vand 

Call [06001 712223 and ask for 
OANGEROOS SOONOS to find out!! 

DANBEROUS SOUNDS, S St fhomas Sq/ 
Monmontli, Swant NPB 3ES 


SwopaGame (UK) 

WE SWOP SEGA, NINTENDO, GAMEBOY, GAME GEAR, LYNX: UK, US,'*^APANESE: CARTRIDGES ONLY 


swopYour old video game 

FOR ONLY £ 3.45- (Inc 1st Class Post) 


ie ............. 

GAME TO SWOP 

SWOP OPTION 1 

SWOP OPTION 2 

SWOP OPTION 3 

£3.45 





£6.45 





£9.45 






INSTRUCTIONS: Fill in order form for up to 3 games. Choose swops of same value. Send game to us with 
instructions and cheque/PO for £3.45/£6.45/£9.45. Don't forget to tell us your name and address. 

SWOPAGAME (UK), Dept 2, 23 MELLOR ROAD, CHEAPLE HULME, CHESHIRE, SK8 SAT 


FOR SWOPS AVAILABLE/TERMS OF TRADE CALL 061 485 3482 (1pm - 8pm Mon-Fri. 10am - 1pm Sat.) 























ALL CHAUGE 
07B2 329a72 


Anv UK/US SHES 
GAinE EHCHAAGED 

PLEASE ADO 3 POSSIBLE CHOICES 

onur £3.50 HonoLinG charge 


1 CONSOLE # WORLD 

Tel/Fax (0246) 570885 9.30 - 8.00pm Mon - Fri 


AT UNBELIEVABLE PRICESIII 
T S^G.S- GAMEBOY 

.. ESI CASTIEVANIA 2..£21 

. .£28 CHOPUFTER.£17 




MARIO LAND..£20 



SPiiirrs^.s..,...,.,..£35 mario land 2 .£26 

: MARIO & YOSHI.£22 

..£31 megaman.£20 

■i®y(ift;TORF„v..,.,^.......,.,^^ ..£15 PIPE dream..£15 

' $OPCE^ ...^25 HOKI Sr2 (j BUTTON 

WRESli^^ ..£28 JOYSTICK only £35 

! Wis ^ OHOSTS-....£28 LSU) GAMES V\ \N 11 1) GODI) PRIC LS PAID \0 C ONS!! 


HOKI SI 2 h BUTTON 
JOYSTICK ONLY £35 

LSU) GAMES V\ \N 11 1) GOOD PRIC LS PAID \0 C ONS!! 
rin OLR PARI LXCMA\r.L SI RV K L PROM ()M\ L5 


new look, same 
great service. 
PAGE 99 


CONSOLE WORLD, ROOD LANE, CLOWNE, 
CHESTERFIELD, DERBYSHIRE, S43 4BP. 

All cheques payable to Console VVorld and are subject to clearance. P&P £1 


Birmingham / Walsall 

I Shop at O^Cor^^lion Stfset, Walsall, WS1 (2 minutes from Walsall Ctr)^ 

a k’a' "K 'iih ^ 

' A 7 1; (•: a . v ;?-i a •. -i 

a n M c-i :■>, /.'\ li '& s 

a iL VJ J. T) -i ;M Tj‘ ;-5 fS o 

Bill (0^22) 616833 


Ek>.5CI CIFIF /XIXJ-V G^IVIE IIXI 
STOCK. WITH THIS /%0 


ALL CHANGE 
Q7B" C2H472 

anv UK/US shes 
GO mE EHCHOnGED 

PLEASE ADD 3 POSSIBLE CHOICFS 

only £3.50 hohIlihgchorge 


il' " 




Check out the latest and greatest SNES games 

Cool Quest 

ActionRepta/‘ '• ©14.99 Unli«isdAciap*or £18.99 

SiperNESPioRad £15.99 SNIopR^iter fii7.95 

Mygoto CompuMnsL Uni 11, Soutttbiook Mews, Lee, London SE12 8LG 






:3 I 

,r-r I-'-' --4 




COnSOLES 


Specialist Importers 
Consoles & Accessories 

FOR FULL DETAILS OF OUR PRODUCT RANGE 



0527 503493 0384 480047 


TB ^ ps as 


•JPE OffEliS^. CftES^ OfWIiSSI 

MYSTICAL NINJA.39.95 

NBA BASKETBALL.CALL 

NCCA BASKETBALL.44.95 

OUT OF THIS WORLD.49.95 

PGA TOUR GOLF.39.95 

PRINCE OF PERSIA.49.95 ! 

ROCKY & BULLWINKLE.CALL 

SMASH TV.39.95 

SONIC BLASTMAN.CALL 

SOUL BLAZER.54.95 

SPACE MEGAFORCE.42.95 

SPIDERMAN & X-MEN.CALL 

STREETFIGHTER 2.54.95 

SUPER COMBATRIBES.CALL 

SUPER GHOULS N' GHOSTS.39.95 

SUPER SOCCER CHAMP.49.95 

SUPER STAR WARS.CALL 

SUPER STRIKE EAGLE.CALL 

TERMINATOR 2:ARCADE.CALL 

TERMINATOR 2:JUDGEMENT.CALL 

TINY TOONS ADVENTURES.CALL 

TOM St JERRY.CALL 

TOP GEAR.39.95 

TURTLES IN TIME IV.39.95 

UN SQUADRON.44.95 

WING COMMANDER.49.95 

WWF WRESTLEMANIA.39.95 , 

X-ZONE (SUPER SCOPE).44.99 

ZELDAIII.39.''" 



ADDAMS FAMILY 2.CALL 

ALIEN 3.CALL 

AMERICAN GLADIATORS.CALL 

AYFT AV 44 

BART'S NicHTMARE 

BAZOOKA BLITZ.CALL 

BEST OF THE BEST.49.95 

BULLS Vs BLAKERS.49.95 

CHUCK ROCK.44.95 

COOL WORLD.CALL 

CONTRA III.44.95 

DEATH VALLEY RALLY.44.95 

DESERT STRIKE.49.99 

DRAGON’S LAIR.44.99 

FINAL FIGHT.39.95 

GODS.CALL 

HOOK.39.95 

HUNT FOR RED OCTOBER.CALL 

i lMMY CONNORS PRO TENNIS.44.99 

OE & MAC.39.95 

CRUSTY'S FUNHOUSE.39.95 

LEMMINGS.44.99 

MARIO KART.44.95 

MICKEY'S MYSTICAL QUEST.CALL 


BATTLETOADS.CALL 

DIRTY CHALLENGER.CALL 

FATAL FURY.59.95 

GOLDEN FIGHTER 2.CALL 

NORTH STAR KEN 6.49.95 

PARODIUS.49.95 , 

RAMNA 1/2 2.CALL 

SUPER ALESTE.42.95 

SUPER SWIV.42.95 , 

2020 BASEBALL.CALL 


T^EWTTIlJESJaaEaVIPK^CKNAIDLfhSL^ FTJIASE CAUL 


Shop open 12 to 7pm Mon to Sat. Please call to reserve and/or confirm availability. 
Please send cheques & Postal Orders payable to: 'AMS ELECTRONIC GAMES' 

I and post to: "AMS" Games, Dept SA, 145b Deans Lane, Edgware, Middlesex HAS 9NY | 
Prices include P&P on all software. Games sent by recorded delivery. 
Please add £3.00 per titles post & packaging to Europe. 


MORE ADVERTS FOR YOU 
TO CHOOSE FROM THAN 
ANY OTHER SUPER 
NINTENDO MAG! 


"Trado enc|uirios Rax 0384 48004'Z 
Unit V, Thi© Wallows Trading Estato, 
Renns Rool /Kvonua, 

Briarloy Mill DVS 1 Qa 



































































































Chalk 

Board 


l/VtAGE 


COmOlES Q.K. 


PRESTONS LEADER IN NEW & USED 
CARTRIDGES FOR ALL CONSOLES. 
EXCHANGE SERVICE FOR SEGA MEGADRIVE & SUPER 
I NINTENDO OWNERS. SEND S.A.E. FOR FREE EXCHANGE | 
PRICE LIST FOR YOUR MACHINE OR GIVE US A CALL 
TODAY AND CHECH OUT OUR PRICES!!! 

WAISrXED 

YOUR OLD CARTS FOR CASH 

UNIT 87, UPPER MARKET HAIX,MABKET STREET, PRESTON, PRl 2EL 

XEL: 0772 883598 

SHOP OPEN 9 AM TO 5 PM MON TO SAT 


PLACE AN AP IN THE PAGES 
OF THE BEST SELLING SUPER 
NINTENDO MAGAZINE, FROM 
AS LIHLE AS £45.00! 
PHONE SIMON NOW ON 


SOYOUWm 


SEND LIST FOR WRIUEN QUOTE INCLUDE SAE 


suPBiHHimm... 

...FAST? 

0^5501310 


GUARANTEED PLEASE NOTE MOST MAIL ORDER IS TURNED AROUND SAME DAY, HOWEVER IF 
IT S NOT IN STOCK WE WILL RETURN YOUR MONEY THE SAME DAY UNLESS YOU STATE OTHERWISE 


SUPER SWAP HAVE THE ANSWER, SIMPLY SEND THE GAME YOU WANT TO 
SWAP & £5.00 AND YOUR 4 CHOICES. 

"GAMES ARE WAITING TO SWAP" 

WE ALSO SWAP SEGA MEGADRIVE/MASTER/GAME GEAR 


' NAME. 

' ADDRESS. 

f i I. 

I 1 St Choice. 

I 2nd Choice. 

ijS I 3rd Choice. 

m3 I POSTTO: SUPER SWAP, 17 IRWIN AVE,EASrMOOR, WAKEFIELD WF1 4QZ. 

CHEQUES & P.C7s PAYABLE TO "PANDORA'S BOX” 


SNES ADAPTORS 
0582 841547 


■ SC 


R RURCHASE! 


I MAIL ORDER/SHOP ADDRESS: CONSOLE CONCEPTS, THE VILIAGE, NEWCASTLE-U-LYME, STAFFS, STS IQB 

1 MAIL ORDER & SHOP HAVE BEEN EST. SINCE 1988. APPROX 25.000 ORDERS HAVE BEEN PROCESSED SINCE OPENING 


suF»cR r=aiTiiczoni 

COSMO GANG (SHOOTING) . £39 

SOUL BLAZER (RPG) . £39 

SUPER VALIS (FIGHTING) . £29 

SUPER ADVENTURE ISLAND . £29 

CONTRA . £36 

VOLLEYBALL TWIN . £45 

ALIEN Vs PREDATOR . £45 

XANDRAS ADVENTURE . £45 

TOP RACER . £39 

FORMATION SOCCER...- . £40 

DRAGON QUEST IV . £49 

HYPER ZONE . £35 

GOLDEN FIGHTER . £45 

KING OF THE RALLY (RACING) . £39 

EXHAUST HEAT . £41 

POWER ATHELETE . £41 

WAGON LAND . £25 

COMBATRIBES . £45 

MICKEY MOUSE . £41 

JAKI CRUSH PINBALL . £45 

JOE & MAC 2 . £45 

ACROBAT MISSION . £30 

TURTLES IN TIME . £28 

MAGIC SWORD . £28 

ncuj RCLcascs 

STAR WARS . CALL 

STAR FOX (WITH FX CHIP) . CALL 

BATMAN RETURNS . CALL 

EXHAUST HEAT 2 (WITH DSP CHIP) . CALL 

TINY TOONS . CALL 

ASSAULT SUIT VALKEN . CALL 

TOP RACER 2 . CALL 

TWIN BEE . CALL 

snes usa so^nriuaRC 
neuj RCLcases 

TINY TOONS . CALL 

STAR FOX . CALL 

CYBERNATOR . CALL 

STAR WARS . CALL 

CLUEDO . CALL 

MONOPOLY . CALL 

CALIFORNIA GAMES 2 . CALL 

TERMINATOR 2 . CALL 

ALIEN 3 . CALL 

COOL WORLD . CALL 

PUGSLEY'S ADVENTURE . CALL 

sncs usa soff=-rujaRC 

AMAZING TENNIS . £39 

ARCANA . £45 

BEST OF THE BEST . £49 

THE SIMPSONS . £49 

CHUCK ROCK. £49 

CYBER SPIN. £45 

CHESTER CHEETAH . £49 

CAL RIFKIN BASEBALL . £49 

JIMMY CONNORS . £49 

CONTRA 3. £49 

DESERT STRIKE. £49 

DEATH VALLEY RALLY. £49 

THE DUEL TEST DRIVE 2. £45 

FINAL FANTASY 2. £49 


FINAL FIGHT . £45 

FI ROC . £45 

HOME ALONE . £45 

GODS . £45 

GOAL . £45 

GUNFORCE . £39 

HOOK . £45 

KRUSTY'S FUNHOUSE . £39 

LEMMINGS . £49 

LETHAL WEAPON . £49 

MICKEY'S MAGICAL QUEST . £54 

MARIO WORLD . £49 

NOLAN RYAN BASEBALL . £45 

NBA ALLSTARS BASEBALL . £45 

NHLPA HOCKEY 93 . £45 

SUPER OFF ROAD . £49 

ON THE BALL . £45 

OUT OF THIS WORLD . £49 

PGA TOUR GOLF . £49 

PUSHOVER . £49 

PRINCE OF PERSIA . £49 

PRO QUARTERBACK . £49 

PILOTWINGS . £45 

ROBOCOP 3 . £39 

Q BERT 3 . £45 

SKULJAGGER . £39 

SPACE MEGAFORCE . £39 

SPIDERMAN . £39 

SUPER MARIO KART . £49 

SUPER GHOULS & GHOSTS . £49 

SMASH TV . £39 

STREET FIGHTER 2 . £59 

TKO BOXING . £49 

TURTLES IN TIME . £49 

UN SQUADRON . £49 

WINGS . £45 

WORDTRIS . £45 

WRESTLEMANIA . £45 

ZELDA . £49 


DUST COVER (UK/JAP) . £5.99 

PRO PAD CONTROLLER (UK/USA) . £15.00 

STEALTH JOYSTICK (UK/JAP) . £29.00 

CAPCOM 6 BUTTON JOYSTICK . £75.00 

TRAILBLAZER JOYSTICK (UK) . £29.00 

HONEY BEE CONTROL PAD (UK) . £16.00 

SUPER ADVANTAGE JOYSTICK (USA/JAP)£54.00 

SNES ACTION REPLAY . £45.00 

UNIVERSAL ADAPTOR . £ 1 5.00 

SUPER SCOPE & 6 GAMES . £55.00 

ai.L impoRT Games rcouirc 
umi/CRsai. aoaPTOR 
TO uioRK on UK snes. 

OUR ano consoLG concePTS shop 
opens soon in 
HanLCH Touin cenTRG. 

PHOne FOR OGTaiLS 
me ai-so stock i/asT Ranees of pc 
enane/neo ceo/GameBOH/LHnx Sc 
came ceaR Games s. consoces 
oRoeR HOTune sam to s.so pm 

0782 7 1 2753 
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^ DOWTON COMPUTER SERVICES 

SURREY'S LEADING SUPPLIER OF COMPUTER GAMES 

^ES TITLES UI</USA ACCESSORIES 


SNES TITLES UI</USA 

ACTRAISER . .44.99 

ADDAMS FAMILY . CALL 

BATTLETANK . ,. 44.99 

CASTLEVANIA 4 .. 44.99 

DESERT STRIKE . 47.99 

GHOULS & GHOSTS . 44.99 

G.FOREMAN BOXING . 44.99 

PEBBLE BEACH GOLF . 44.99 

ROBOCOP 3. .:. 44.99 

SIM CITY ... 44.99 

BARTS NIGHTMARE .. 44.99 

STREETFIGHTER 2..... . 64.99 

SUPER OFF ROAD . 44.99 

ZELDA . 44.99 


PAL BOOSTER . 36.99 

SCART LEAD . 14.99 

AUDIO LEAD . 9.99 

CONTROL PAD . 19.99 

SCOPE GUN + GAMES..,.. . 59.99 

STEALTH JOYSTICK .. 36.99 

UNIVERSAL ADAPTOR . 14.99 

UNIVERSAL JOYPAD . 16.99 

GAMEBOY ACCESSORIES 

LIGHT & MAGNIFIER . 9.99 

HANDY BOY . 29.99 

HYPERBOY . 39.99 

AC/DC UNIVERSAL A/IAINS PSU . 9.99 

REPLACEMENT JOYSTICK . 5.50 

REPLACEMENT LENS . 5.50 

GAMEBOY SOFT CASE . 9.99 


Access/VISA accepted Tel: 0382 201971 


Lia^i9ig Vision 


SAINTS ELECTRIX, 82 NEW STREET, 
ST. HELIER, JERSEY, CHANNEL ISLANDS. 
TEL: 0534 67733 FAX: 0534 71077 
HOTLINE OPEN FROM 9AM TO 8PM 





VISA 


VISA 





BEST GAMES" 
BEST PRICES 
'BEST SERVICE 


S9^ 

gmtTS 


^MORE GAMES IN 
■STOCK PHONE NOV 
FOR FURTHER 
DETAILS 

, 0534 67733, 


Wing 2.. 


Desert Strike.40.00 


..37.00 


zelda 2. 

Hook.39.00 

Out of this World.44.00 

Race Drivin'.39.00 

Robocop 3.39.00 

me Alone 2.39.00 

Stic Quest.36.00 


Mqrin Kart. 

.38.00 

D^ath Vall*»v Rally... 

.39.00 

Jnp Xr Mar. 

.39.00 

Prince of Persia. 

PuiqhovFT_ 

.40.00 

. 44.00 

Mickey's Magical Quest. 

.45.00 

NML 93. 

.39.00 

1 Iltraman__.... 

.39.00 

Star Wars. 

.CALL 


ALL TITLES USA V ERSIONS 


THIS MONTHS SPECIAL OFFERS 

Race Driving 36.00 USA Monopoly.39.50 USA 

Cluedo.39.50 USA Ultraman.38.00 USA 

P&P ADD *1.50 PER TITLE 


STOCK SUBJECT TO AVAILIBILITY 
PLEASE ALLOW 7 WORKING DAYS FOR DELIVERY 


X-CLUSIVE SELL OFF 


TOP QUALITY 
GAMES X 
CbTTON SHIRT^ 

BSOLUTE BARGAIh 
ONE SIZE FITS ALL'^ 

£2.50 inc P&P/ 

ake cheques payable to 
"Europress 
IrHeractive Ltd" 


SEND ORDERS TO: 

T-SHIRT OFFB^ EUROPRESS INTERACTIVE, 
aJROPA HOUSE, ADUNGTON PARK, 
MACCLESHELD, CHESHIRE, SKI 0 4NP. 


LOOK OUT 
FOR TONNES 
MORE 
BARGAINS 
IN NEXT 
MONTHS 
CHALK 
BOARD! 


GAMES BOUGHT SOLD 
& EXCHANGED 






to0f^E<5 BELOVAR 

TEL: 091 377 3090 FAX: 091 377 9735 

3 SANDERSON STREET, CORNFORTH LANE, COXHOE CO DURHAM DH6 4DC 

y uA/j A rj.'ju noun 'mj/ji 


■ SIREEJWSHT** ^lANTASncI 
I^amegaowve neo geo 
■ Tmega CD PC engine I 
+ CD ROM 

MIKMI 




lOlllB ^!FlDIP ItlBUISIIEiSF 

iS®?ATOK 


Calls cost 36p a min cheap rate/48p a min all other times, ALX. Box 33, M5 4GY. Please ask the permission of the 
person who pays the phone bill before you ring, Average length of coll is 5 mins which will cost £1,80 cheap rote. 
Callers are requested to answer 5 questions and leave a tiebreak 
answer all competitions close on the 31st April 1993 









































































































Oh dear. A top licence gets the banal 
treatment as yet another Final Fight rip 
insults your Super 
Nintendo. This one is 
less interesting than most, with indis¬ 
tinct graphics and not much else to rec¬ 
ommend it. Avoid it at all costs. 

Battle Blaze 

American Sammy 

Jap/us import 

This two player game is a poor relative 
of Streetfighter 2 which features a large 
range of characters to 
^ choose from and a 
good range of moves. The graphics, 
while attractive are quite badly animat¬ 
ed. The main problem with this title is 
the standard of the competition and 
with rivals like SF2 and Ranma 1/2, It 
never really stands a chance. There’s 
nothing really bad about it, it’s just that 
it has nothing special to offer. Best 
avoided in deference to something 
(anything) better. 
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Best of the Best 
Championship Karate 

Electro Brain 

US import 

Classic kick boxing action with loads of 
environmenta l options and the essential 
training screens. A fan¬ 
tastic amount of kicks 
and punches to inflict upon your best 
mate with gut wrenching sound effects. 
Good, but the sprites are a bit small. 


S o you’ve got a Super NES^^aiilt 
you’re not too sure about 
what to buy. Check out this defini¬ 
tive buyers’ guide for Super NES 
owners and take your pick. 
Anything over 90% is an essential 
buy - avoid anything under 50%. 


BEAT ’EM UPS 

A little violence never hurt any¬ 
one. Well, yes it did actually, but 
not when it’s just a bit virtual 
like this lot here. 

Alien Vs Predator 

Activision 

Jap import 


Fatal Fury 

Takara 

jap import 

Street Fighter clone with chunky graph¬ 
ics and great sound. Less button com- 
mands than its big 
brother so not many 
special moves or nasty ‘surprises’. Not 
as many characters to choose from and 
those selectable lack the background 
and animation of Street Fighter. 


Final Fight 

Capcom 

Official 

Simplistic action is more than made up 
for by spectacular graphics. Although it 
lacks long lasting chal¬ 
lenge, It’s a game you’ll 
often return to. One strange thing is 
that Guy, the third character in the 
arcade game, is mysteriously missing. 

Final Fight Guy 

Capcom 

jap import 

A funny one this. It’s exactly the same 
as Final Fight, only you get to play Guy 
instead of Cody. Guy Is 
a much better charac¬ 
ter than Cody and as a result, this ver¬ 
sion is slightly easier to complete. As 
ever, the graphics and sound are abso- 
lutley stunning and It’s just as frantic as 
its predecessor. If you already have the 
first Final Fight, there is absolutely no 
point in buying this. It’s one or the 
other I’m afraid. 

Fist of the North Star 

Toei Animation Co. Ltd. 

jap import 


Although this game seems shallow and 
poor, you’ll soon get into the swing of 
things. Like all two 
^ player games, you can 
glean hours of fun and frolics from 
beating up a mate. Sad and pathetic in 
one player mode though. 
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George Foreman’s 
KO Boxing 

Acclaim 

US import 



Oh dear, what a disaster this turned 
out to be. Lots and lots of rapid button 
ryW pressing and very little 
n need to move your 
boxer. You couldn’t If you wanted to 
anyway - he’s nailed to the canvas and 
can only sway left or right. Graphically 
bland and lacking In gameplay. Its one 
saving grace is a lot of sampled sound. 
You don’t buy games to listen to and 
this Is best avoided (at all costs). 


Golden Fighter 

Culture Brain 

jap/us import 


T' 


Widely anticipated and universally 
derided Streetfighter clone. Nice fea¬ 
tures include a 
M scrolling “adventure” 
section and some decent sound. Other 
than that, it’s an appalling travesty of a 
game with jerky graphics and mindless 
gameplay. Don’t be fooled by screen- 
shots, this is a turkey. The hype that 
surrounded It pre-launch was all in vain 
and this might just be the biggest disap¬ 
pointment in video game history. 


King of the Monsters 

Takara 

jap/us import 


Some hugely enjoyable monster fun as 
you take control of some very dodgy 
looking characters. 
D Graphically, this is 
nothing to write home about and its 
lasting appeal for a single player is ques¬ 
tionable. Two player games though, are 
massively addictive and great fun. A 
worthy purchase and a fantastic laugh. 
Godzilla meets Streetfighter! 


Last Fighter 

Banpresto 

jap import 

Weird Japanese cartoon characters in 
Super Deformed mode (this Is where 
they make cartoon fig¬ 
ures small and cute to 
appeal to younger kids). It looks won¬ 
derful, nice sprites and often gorgeous 
backgrounds. Sadly though, there are 
too few moves and it’s far too easy. 
Quite fun in two player mode though, 
but best suited to young kids. 



Pitfighter 

THQ 

US import 


There’s no excuse for a conversion like 
this. Pitfighter Is essentially dead simple 
CTjCVn® and a group of mon- 
keys could have done a 
better job than this. Duff graphics, 
ridiculous sounds and nothing to rec¬ 
ommend it at all. Avoid at all costs, 
even if you loved the arcade game. 












Ranma !4 

Masaya 

Jap import 

A rather brilliant Streetfighter inspired 
beat ’em up based on Japanese cartoon 
characters. The wide 


[T variety of characters 
and moves available are backed up by 
fluid gameplay and sparkling graphics. 
Sound effects are striking and humor¬ 
ous and the whole thing is incredibly 
slick. A definite consideration for those 
of you who have grown tired of 
Streetfighter. Lovely stuff. 

Ranma 2'A 

Masaya 

Jap import 

This game is a brilliant follow up to the 
original, but no t sufficiently different to 
rate as highly. The 
graphics are crisp and 
sweet and cool. Kung fu fun! 

Rival Turf 

Jaleco 

OfTicial 

A cross between Double Dragon and 
Final Fight. Visually very similar to Final 
Fight but with small 
characters and two 
player gameplay. There are loads of 
special features including a limited, but 
fun one on one mode and some nice 
use of mode seven. Graphics are ropey 
at times but reasonably good. Not 
nearly as polished as its Capcom rival, 
but good fun anyway. Two player mode 
helps enormously. 

Sonic Blastman 

Taito 

Jap import 

Not a conversion of the arcade game, 
but a brilliant use of the characters 
nonetheless. Looking 


81 ®/ 


_ 1^. very much like Final 

Fight but with slightly better graphics 
and some hilarious special effects. 
Definitely one to look out for and one 
of the funniest games out. 

streetfighter 2 

Capcom 

Official 
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Possibly the best SNES title today. 
Unmatchable gameplay combined with 
perfect graphics 
fT and sound. This is a 
true classic ^d an amazing demonstra¬ 
tion of what the Super Nintendo is 
capable of. You must have this, it’s as 
simple as that. 


90®/ 




Super Double Dragon 

Tecnnos 

US import 

Unexpectedly brilliant scrolling beat 
’em up with rather nice graphics and a 
lot of sparkle. The 
addition of blocking 
and throwing moves adds a huge 
amount of variety to this title. The 
music and sound effects are very smart 
and it’s ail very polished. Questionable 
lastability for a single player, but the 
best game of its kind for two fighters. 

TKO Boxing 

Sofel 

US import 

Reasonable boxing game with little to 
distinguish it from any other boxing 
game. The graphics, 
^ while slick and fluid, do 
little to convey the atmosphere of real 
boxing. There are some nice samples 
and lots of guitar, it plays well but gets 
repetitive quickly. Saving grace is the 
training option - on winning you can 
pump some iron and increase every¬ 
thing about your various attributes. 

Turtles In Time 

Konami 

Officiai/US import 

This gives the Turtles a new breath of 
life. Beautiful looks and wonderful 
sounds as you guide 
the Turtles through a 
world filled with terror. Travel back¬ 
wards and forwards in time as you try 
to rescue April O’Neill. Look out for 
the F-Zero level where you mount a 
surfboard and head off along a superfast 
highway. This is almost as much fun as 
the rest of the game and adds much 
needed variety. 

Ultraman 

Bandai 

Official/Jap import 

Great big rubbery sprites wobble 
around on unconvincing backgrounds, 
exactly like the 
^ Japanese TV show it’s 
based on. One of the first games avail¬ 
able and it shows. Still, it has a die hard 
following and it’s good for a laugh. I’d 
question the merits of actually shelling 
out dosh on it though. 

WWF 

Wrestlemania 

Acclaim 

Official/US import 

The WWF phenomenon is huge. This 
game replicates the look and feel of the 
event perfectly. Wrest- 
ling games tend to err 
on the side of rubbish, but this is one of 
the best. Smart graphics and top sound 
add up to a reasonable license. Strictly 
for WWF fans though. 
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DRIVING GAMES 

Speed demons enjov rushing 
around racetracks at nigh speed, 
with little thought for health and 
safety. Che« this lot out. 

Aguri Suzuki 
Formula One 

LOZC 

Jap import 

Ooh! Ooh! The first split screen mode 
seven driving game, arriving just a tad 
before Super Mario 
Kart and to much criti¬ 
cal acclaim. It’s all nice and fast and the 
graphics are attractive. 

Battle Grand Prix 

Naxat 

Jap import 

The Japanese are very keen on this 
style of overhead racing game and in 
|| form, it looks like a 
^ scrolling Super Sprint. 
The genre was started by Sega with 
their ancient Monaco GP coin-op and 
hasn’t progressed. 

Big Run 

Jaleco 

Jap import 

A very early Super Nintendo release 
and boy does It show. Incredibly jerky 
graphics and appalling 
gameplay ;show this up 
as a rushed attempt to cash in on a 
popular coin op. Racing through the 
desert in a Porsche 959 may sound like 
fun, but not in this particular game it 
isn’t. A truly duff game that should be 
avoided at all costs. 

Cyber Formula Racing 

Takara 

Jap import 

Very similar in style to Battle Grand 
Prix, this is yet more vertically scrolling 
riJI split-second racing. 
0 This time though. It’s 
set in the Imure and features some 
very high-tech vehicles. The graphics 
are colourful and exceptionally smooth 
but its a sad case of more of the same. 
Not bad, but not really exciting either. 

F-Zero 

Nintendo 

Official 

Still regarded by many as the top SNES 
racer, this mode seven special Is as 
addictive as it’s attrac- 
tive. Superlatives are 
apt for every aspect of the game. Its 
only failing is the lack of a two player 
option. This is the benchmark for rac¬ 
ing games - If you haven’t got it then 
you can’t have seen it, let alone played 
It. The recommendation for this game 
is unreserved... are you convinced yet? 




a P R I L ’93 

SUPER acTion 

















FI Exhaust Heat 

Ocean 

Official 

This is the best FI racing game available 
for the SNES, but it’s marred slightly by 
S repetitive backdrops 
and slowdown. It’s gor¬ 
geous to play however and combines 
strategy with fast action driving. There 
are some great effects but it will soon 
be upstaged by the sequel, FI Exhaust 
Heat 2. There is competition In the FI 
field, but those in the know reccom- 
mend this game above all others. 
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King of the Rally 

Meldac 

Jap import 



The easiest way to descibe this is to say 
that it’s like controlling a remote con¬ 
trol car. There are ten 
sections to complete 
and it all makes a rather nice change. 
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Race Drivin* 

THQ 

US import 

ALERT! THQ! Anyone attempting to 
buy this should be aware that those 
master programmers 
at THQ are to blame 
for this offering. Jerky graphics, a really 
naff control method and no reflection 
on the original coin-op. Avoid. 


Road Riot 

THQ 

US import 

This game Is terrible. It is crap. It 
should cease to be. Impossible control 
rjyjl method and response, 
1 ^ 1 ^' the worst cluttered 
graphics we have ever seen and to 
crown It all muffled speech to comple¬ 
ment. Avoid at all costs. Come to think 
of it avoid all THQ games while you are 
at it. 
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RPM Racing 

Interplay 

US import 


This looks and sounds very unusual 
indeed. A split screen driving game with 
17151 weirdo interlace 
0 graphics. Everything is 
very detailed and fiddly looking, but 
strangely attractive nevertheless. The 
scrolling, while generally smooth, does 
tend to jerk occasionally and some cor¬ 
ners can be a bit unpredictable. A track 
designer adds to the lastability but it’s a 
bit too slow to be fully recommended. 
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Super FI Circus 

Nicnubitsu 

jap import 

Hey, hey! More vertically scrolling rac¬ 
ing stuff, this time with proper Formula 
One cars. The problem 
with all these games is 
that they’re impossible to play until you 
complete a qualifying circuit, a process 
which is incredibly dull and time con¬ 
suming. It’s smooth though and one of 
the better overheads. 



Super FI Hero 

Varie Corporator! 

Jap import 



This has to fall into the average catego- 
ry, it is incred ibly unremarkable despite 
[IfJI being playable enough 
to hold your atten- 
tlomn for an hour or two. You slip into 
the shoes of Satoruu Nakajina, that 
most famous of FI heroes and have to 
go through the regular jive of fitting 
your car together before you race. It 
has a turbo feature that is worth men¬ 
tioning but that’s about it. 


Super Mario Kart 

Nintendo 

Official/us import 

You probably know the verdict for this 
one already. Perhaps the best driving 
game ever. Split 
screen, two player, 
stop the traffic, rock ’n’ roll action. 
Spectacular graphics, unbelievable 
sound and some of the best gameplay 
ever. You have to have this. It’s utterly 
superb and it gives you the horn. 



Super Off Road 

Tradewest 

US import 

Iron Man Ivan Stewart is a popular off¬ 
road racer in America and completely 
unknown over here. 
The game is based on 
his dirt racing antics and is a mildly 
addictive Super Sprint variant. The 
graphics are simplistic and at times, 
rough, but the animation is nice and 
slick. If anything, it’s a little too easy but 
two player racing makes up for it. 


Top Gear 

Gremlin 

Official 
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Back to the good old days of Out Run, 
only this time with split screen two 
player mode. The 
graphics don’t rely on 
mode seven and, as a result. It looks a 
bit like Lotus Turbo Challenge (the 
game it’s based on) but they are fast 
and fairly smooth. A solid racer with 
plenty of features. If it weren’t for the 
two player mode then the mark would 
drop but frankly if you’ve got a copy of 
this and a copy of F-Zero then you’re 
fully kitted up for racing games. 


SHOOT ’EM UPS 

This section contains games that 
are guaranteed to release pent 
up anger - buy the cart and 
blast tho's^ nastie's to bits. 


Acrobat Mission 

TEICHIKU 
Jap import 

Yet another vertically scrolling blaster 
and not a particularly amazing one at 
that. If a company is 
going to release a game 
like this, they might as well give it at 
least a spark of originality. This has 
nothing of the sort and the banal graph¬ 
ics and sound do little to help. If you 
have every other game of this type, you 
might want to take a look but It’s far 
too easy for most people. 
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Axelay 

Konami 

Official/US import 

Axelay has the best graphics of any 
SNES game. Incredible parallax, amazing 
use of mode seven and 
addictive gameplay. 
Probably the best blaster on the SNES.. 
A couple more levels and this would 
have been perfect. Brilliant. 



Blazeon 

Atius 

US import 


Run of the mill shoot ’em up with all 
the usual trimmings such as large evil 
bosses etc. etc. One 
•J saving grace Is the abili¬ 
ty to inhabit alien ships of various size 
and strength to achieve your goal of 
human freedom. 



Cosmo Gang 

Namco 

Jap import 
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Hooray, a game that relies on neither 
big names or amazing graphics. This 
incredibly funny shoot¬ 
er Is based on those 
bash the mole games but actually takes 
the form of an advanced Galaga clone. 
The graphics are very, very amusing, as 
is the rather hysterical Japanese sam¬ 
pled commentary. It might not look 
much, but it’s one of the best shoot 
’em ups we’ve played. 


Darius Twin 

Taito 

Official/Jap import 


90% 


A shoot ’em up that wins support for a 
lot of reasons, but mainly the simulta¬ 
neous two player 
option. In single player 
mode, it’s challenging and frenetic 
although the graphics are hard to see. It 
looks better the further you get.. One 
for fans of the coin-op with 2020 vision. 














Desert Strike 

Electronic Arts 

Official 

Put Mega Drive owners to shame with 
this slick and fluid version of the desert 
conflicts you always 
wanted to partake in. 
The helicopter is a joy to fly with plenty 
of taxing missions to test out your 
skills. Good graphics and some great 
sound effects. 



Dimension Force 

Asmik 

Jap import 


An incredibly duff game that should 
have been left in the programmer’s bin. 
TJWJt The normally talented 
Asmik have come up 
with a real turkey. Pointless use of 
mode seven does little to enhance a 
dull and lifeless blaster. The music is 
horrible and there is nothing good to 
say about this. 


Gradius 3 

Konami 

jap import 


The good news is that this is one of the 
finest blasters available on the Super 
Nintendo. The bad 
news is that Konami 
will probably never release It here, cit¬ 
ing that it’s “old hat’’. The graphics are 
wonderful, detailed and colourful, but 
some serious sprite slowdown occurs 
on busier screens. Check it out though, 
it’s a real winner. 


Hj^erzone 

Jap/us import 

Oh dear. It looks like F-Zero with guns 
and it plays like a dog. Unbelievably dull 
PjTPj’WJW and repetitive, this is 
simply an exercise in 
mode seven scrolling. It looks attractive 
but don’t be fooled. Easy, pointless and 
ultimately unrewarding. Check It out if 
you’re a masochist. 

Imperium 

VICTOKAI 
US import 

It's a sad day when a software house 
sits down and thinks that a vertically 
scrolling shooter is the 
most original concept 
of all time. Imperium may well be fast. 
It may well be action-packed and it may 
well be good fun. However, it also hap¬ 
pens to be unoriginal and up against 
some fairly stiff competition. Super 
Aleste is identical in style, but far better 
In terms of depth and quality. You’d 
have to be barking mad to buy this 
Instead of Super Aleste but it’s not too 
bad on its own merits. 



Parodious 

Konami 

Official/Jap import 

Easily the cutest game ever, this classy 
shoot ’em up should be used as a 
PyiPTffyTM benchmark by other 
programmers. There is 
so much to it, from the wonderful 
graphics to the near-perfect sound. 
Playability is identical to the Gradius 
series of games but so much more 
appealing. A must have for all Super 
Nintendo blast fans. Better bring a sick 
bag though. 

Phalanx 

Kemco 

Jap import 

Much maligned blaster with quite a few 
nice touches. Ignored largely due to 
bland graphics, this has 
some very nice and 
very challenging levels. Nice weapons 
that add to the strategy required in this 
game and some nice tunes to back it 
up. Don’t be put off by appearances - 
this is a gem. 

Raiden Trad 

Toei 

Jap import 
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You’d have to be a special kind of stu¬ 
pid to shell out cash on this one. It’s 
based on an average 
^ coin-op and is 
nowhere near as good. The graphics 
are small and dull and the game is 
incredibly sluggish. Fans of the arcade 
game would be more than disappointed 
with this conversion. 


strike Gunner 

NT VIC 


US import 

More vertically scrolling action as you 
take on the forces of an alien empire 
(just for a change) with 
the usual extra 
weapons and stuff. Not very inspiring, 
but technically adequate blaster. It’s by 
no means the worst game of its type 
and should be considered. 
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Super Aleste 

Toho 

Official 


At last, PC Engine Gunhed gets an air¬ 
ing on the Super NES and what a job! 

Amazing mode seven 
^ graphics add greatly to 
the challenging pyrotechnic action. 
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Super EDF 

Jaleco 

Jap import 

Super EDF is a reasonably challenging 
blaster. It’s based on a coin op and it’s a 
conversion. Sadly, 
the original wasn’t 
impressive so this is merely adequate. 
Nice graphics, but too much slowdown. 
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Super Pang 

Capcom 

Jap import 

OK, SO it’s not strictly a shooter, but 
you do have to blast things. Pop the 
bubbles until they dis- 
^ appear and that’s about 
it. Sounds dull, but in reality it’s one of 
the most addictive Super Nintendo 
games yet. Great graphics help and the 
music and sound effects are just fine. 
Multiple worries as each bubble you do 
manage to burst promptly splits into 
many others, leaving a small night-mare 
happening right there in the privacy of 
your own home. Cute but addictive. 

Super R-Type 

Irem 

Official 

Very classy looking, highly attractive 
shoot ’em up. Lots of nice bits and a 
|| few interesting bad 
^ guys, but not much in 
the way of originality. It looks and 
sounds superb but jerky scrolling and 
lots of slowdown mean that this is a 
heavily overrated title. 

Super Smash TV 

Acclaim 

Official/US import 

Fabulous conversion of the coin-op, 
helped massively by the fact that a 
Super Nintendo con¬ 
trol pad has four but- 
tons. Neat graphics and smart sound 
are totally eclipsed by the frantic, at 
times insane, gameplay. Spot-on and 
one of the closest conversions ever. 

Super Star Wars 

JVC 

Official 
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It’s fun, it’s exciting and it’s an excellent 
film license to an excellent film. The 
best shootie you can 
buy with state of the 
art graphics and bags of levels and plen¬ 
ty of diversions to keep even the most 
restless happy. You can play as Luke 
running and jumping, dive Into his 
Landspeeder for a spin and even get 
under Chewbacca’s skin. One of the 
most complete games we’ve had in the 
office with a diffculty level to tax the 
best gamers. 



a p R I L -93 ] 

suPGR acTion lUx 

) 




















Super Swiv 

Storm 

Official 

Play on land as a jeep or sky-bound as a 
helicopter in this quality shooty that 
should hook you from 
the start. With great 
graphics and sound it’s a sure-fire win¬ 
ner on the SNES. 



This starts as a weird game - you may 
never have controlled a dragon before 
but after a while it just 
jT plain does your head 
in. It is all extremely repetitve and 
although It is original with some smart 
end of level guardians It still does not 
thrill like a good shootie should. 


Thunder Spirits 

Toshiba EMI 

Jap import 


The Thunderforce series of games 
were a big hit on the Mega Drive, but 
this Super NES conver- 
D" sion lacks the technical 
excellence of the original. Not that It’s 
bad, it’s simply that Mega Drive owners 
are far easier to please than we are. 
Nice ideas but very shallow gameplay. 


UN Squadron 

Capcom 

Jap import 


89 


Based on Japanese comics of the same 
name, this is a conversion of a Capcom 
coin-op. There are 
^ loads of differences 
between this and the original, but most 
of them are improvements. Nice graph¬ 
ics, excellent music and loads and loads 
of firepower. A fast, exciting and very 
difficult blast. 


Warpspeed 

Accolade 

US import 

Simplistic, but still highly entertaining 
3D blaster, drawing a great deal of 
Influence from the 
crusty old Star Raiders 
on the Atari VCS. Although lacking in 
variety, the intergalactic dogfights are 
challenging and exciting. A nice exercise 
In nostalgia and some very interesting 
graphical effects. 


108 
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Wing Commander 

Mindscape 

Official 


SI'"/! 


Over shoulder view of various battles 
in space with you as the only saviour of 
mankind. Loads of 
missions to be assigned 
to with various types of craft to pilot. 
Graphics and sound are very similar to 
the PC version to be anything astound¬ 
ing but the game runs fast and is quite 
a challenge. 


Wings 2 

Namco 

US import 

Tally ho! WWI air time with the crates 
of the Royal Flying Corps. Power up 
your squadron to com- 
plete missions in straf¬ 
ing, dog fighting and bombing. Chunky 
graphics and deeply arousing patriotic 
music make this one of the best flight 
sims available on the SNES. 


82 


vjjai I 


STRATEGY/PUZZLE 

If you fancy a sit down and some 
wholesome mindtwisting fun 
then take a look over here and 
rest those blistered fingers. 


Cameltry/On The Ball 

Taito 

Jap/us import 


In the old days, we would have called 
this a maze game and this one relies 
entirely on mode 
seven. Rotate the 



move a small ball through 
the level. Challenging, original and fun, 
make sure you get the vastly enhanced 
and much bigger US version. It has far 
more levels than the otherwise fabby 
Jap version. 


Chessmaster 

Mindscape 

Official 

What can you say about chess? As a 
two player game, this is reasonably pre- 
sented and Is as good 
as you make it. Play the 
computer on your own though and 
you’ll soon discover it plays a mean 
game. Sadly though, the graphics are a 
bit poor and the music is utterly rub¬ 
bish. A poor effort but then, you have 
no choice. 


Earthlight 

Hudson 

Jap import 

Although the essential ingredients of 
graphics and sound are minimalist, 
there are some good 
aspects to Earthlight. 
Unfortunately, the reams of Jap text 
make it impossible to play (unless you 
are fluent In Katakana). A UK conver¬ 
sion is very unlikely. 



87y< 


71®/ 


87®/ 


Faceball 2000 

Bullet Proof Software 

US import 

Wander around a maze in pursuit of 
enemy smileys or your best mate. 

H There’s also a hidden 
^ game only accesible 
through a wierd password combination. 
Simple graphics with OK sound effects. 

Gundam F9I 

Bandai 

Jap import 

The Gundam characters are enormous¬ 
ly popular over In Japan and this game 
sold by the bucketload. 
Although It has a fair 
old bit of Japanese text, it can be fig¬ 
ured out and will appeal to both robot 
and strategy fans. It’s like the battle 
sequences of an RPG with all the role 
playing removed. 

Lemmings 

SunSoft 

Official 

A spot on conversion of the computer 
original and believe it or not, an 
|[| improved control sys- 
tern. The graphics are 
functional rather than gorgeous, but 
saving the lives of hundreds of 
Lemmings is enormously addictive. 
Good music too and a top class game. 

Populous 

Imagineer 

Official 

This game moved mountains when It 
arrived on home computers a couple of 
years ago and the 
Super Nintendo ver¬ 
sion is excellent. Play god and rule a 
world, with excellent music and some 
very interesting graphics. Lots to do, 
lots to see and lots to keep you going. 

Pushover 

Ocean 

Official 

A very frustrating and addictive game 
involving an ant and some very special 
^ blocks. To complete 
each level you must 
knock over every block like dominoes. 
There are several types of block and 
carefull strategy is required to achieve 
the goal against the clock. 

Q-Bert 

NTVIC 
US import 

Hop around with glee avoiding all 
manner of strange creatures in an 
attempt to colour tiles 
^ in an odd shaped envi- 
roment. Strange and qwirky control 
method means Initial frustration with 
the tasks. Good graphics with great 
back-drops and nice sound to boot. 


86 ®/ 
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Rampart 

Electronic Arts 

US import 


An original blend of puzzle and out and 
out war. Construct castles to house 
your guns then blast 
the opposition out the 
playing area. Graphics and sound are 
adequate to the job though don’t 
expect anything spectacular. Very smart 
and enormously playable in one or two 
player mode. 


Sim City 

Nintendo 

Official 

Gorgeous, Involving and utterly fabu¬ 
lous conversion of the home computer 
fave. Build a city, keep 
it going and if you get 
bored, destroy it using natural (and 
supernatural) disasters. The graphics 
and sound are just about up to the job, 
but this scores well on gameplay alone. 



Spindizzy Worlds 

Activision 

Official 



As old as the hills this game but it 
doesn’t suffer because of it. Guide a 
spinnig top around 
mazes of trapdoors, 
shortcuts, lifts and -all manner of 
obstruction. The time limits can be 
insufferable but If you employ some 
patience you might find this is right up 
your street. 



Tetris 2 

Bullet Proof Software 

US import 


It had to be. A souped up version of 
the original classic with the ambience of 
the original classic 
included. The graphics 
are pretty and functional, the music at 
times can be grating. What more can 
we say? Build those blocks! 


utopia 

Gremlin 

Official 


Neat graphics, often fabulous sound 
and a great deal of strategic role playing 
are the order of the 

_ ^ day In Utopia. In style, 

it’s very similar to the classic Populous, 
but in play, it’s a lot faster and more 
enjoyable. Solid stuff this. 



Wordtris 

Spectrum Holobyte 

US import 





92 


Imagine a game, like Tetris but with 
words and a timer and a vocabulary the 
m size of Kilimanjaro. It 
doesn’t sound that 
groovy but listen. If you’ve at least got 
the IQ of a monkey then you’ll enjoy 
this. It’s fast, infuriating and lots of fun - 
just don’t kid yourself that It’s an edu¬ 
cational game and you’ll do fine. 


RPG/ADVENTURE 

Stick to the path and beware the 
trainspotter. Don’t be put off by 
the anorak stigma - some of 
these games will last forever. 


Actraiser 

Enix 

Official/us import 


It’s hard to know quite what section to 
put this In. At first, it appears to be a 
side-on slasher in the 
mould of Rastan Saga. 
Delve a little deeper and you’ll discover 
that this Is in fact a huge, sprawling RPG 
with elements of Zelda and Populous. 
Classic stuff and still one of the best 
SNES soundtracks. 


Arcana 

HAL 

US import 

Although this looks like a fabulous 
Dungeon Master clone, it Is in fact a 
tedious, plodding 
U excuse for an RPG. 

Combat is immensely dull as Is the gen¬ 
eral content of the game. Not much to 
recommend it and don’t be influenced 
by the lush graphics. It’s a bummer. 


Drakkhen 

Kemco 

Official 


80% 


Weird 3D perspective is generated by 
the fluid polygon graphics. Other than 
that, it’s much the 
same as all the other 
RPGs available. This one does have 
smart bits, but not really enough to lift 
it above the crowd. Competent and 
well designed, but too heavily struc¬ 
tured to be addictive. 


Final Fantasy 2 

Squaresoft 

US import 


89 


Although this looks incredibly dull, the 
sheer depth and scope of the game 
make it an instant clas¬ 
sic. Shoddy and boring 
graphics are greatly enhanced by the 
addition of a stunning soundtrack. Lots 
of puzzle solving and fighting and a fair 
old bit of wandering around. 


0 ?^ 


Final Fantasy 
- Mystic Quest 

Squaresoft 

US import 


Similar to its predecessor but with bet¬ 
ter graphics. This will be enjoyed by 
everyone who finished 
the previous game. It 
also serves as a good introduction to 
the genre. 


78®/. 


Lagoon 

Kemco Seika 

US import 

This Zelda Inspired romp has some 
colourful graphics and spectacular 
sound. However, It’s 
neither as deep nor as 
Ida and as a result, it 
looks like a poor imitation. 



detailed as 


Legend of the 
Mystical Ninja 

Konami 

US import 


Gorgeous looking, brilliant sounding 
RPG combined with some fun arcade 
|| sections. The challenge 
^ is larger and more diffi- 
cult than it first seems - you’ll play this 
into the small hours. Entirely whole¬ 
some stuff. 


90®/ 


Soul Blazer 

Enix 

US import 

Second only to the mighty Zelda, this 
fabulous RPG is easy to get into and 
have you playing 
for weeks. The graph¬ 
ics are detailed and often stunning, with 
good use made of the Super Nintendo 
hardware. Music is fine and the game- 
play is deep and involving. A nice game 
and excellent value for money. 


Ys I I I 

Tonkin House 

US import 

Fabulous RPG with nice graphics and a 
huge adventure to complete. Everything 
about this reeks of 
quality and the only 
thing that really lets it down is a 
somewhat weak plot. Check it out 
though, it’s among the best RPGs on 
the Super Nintendo. 
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Zelda 3 

Nintendo 

Official 

Last and certainly not least. Zelda 3 is 
the office favourite. This is the creation 
of Mario programmer 

_ 2^ Shigeru Miyamoto. 

Even if you’re not interested in RPGs, 
the combination of arcade action and 
clever puzzles is a joy to behold. This is 
one of the finest video games ever and 
you simply must have this. Gorgeous 
graphics, great gameplay and months 
and months of challenge. 

PLATFORM GAMES 

Home of Super Mario 
World this section offers you 
diversity you can only 
dream of. 


82'°/ 


The Addams Family 

Ocean 

Official 

Slick and playable platform game that 
lacks the depth and playability of say 
Mario, but still a wor¬ 
thy and enjoyable 
effort. The graphics are often gorgeous, 
but slightly repetitive. The music can be 
plain annoying but it does have that 
addictive spark that will keep you at it 
for days. 

Adventure Island 

Hudsonsoft 

Official 

This bouncy game has the best music 
that you will find on any game for the 
H SNES. The gameplay is 

_2^ a bit dodgy and easy at 

times but It’s worth a play. 


87'°/ 


Another World 

Interplay 

Official 

More platforms than blasting mean that 
Another World narrowly makes it Into 
PV’IPW this category. The 
graphics are very 
unusual polygons, put to good use 
though and exceptionally realistic. The 
music Is atmospheric and superb and 
the gameplay is deep and complex. 
Once finished, you’ll try to do it faster 
and better than before and enjoy it 
hugely. Highly reccomended. 


Chester Cheetah 
Too Cool to Fool 

Kaneko 

US import 


Chester has had his bike nicked, get It 
together and escape from the zoo. 

This has some great 
[f graphics and humour 
ut fails on tne lastability stakes. 
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Chuck Rock 

Sony Image soft 

US import 

Cartoon style capers in the land time 
forgot all about completely and failed to 
include in the history 
books. More’s the pity 
as there is plenty to do with rock toss¬ 
ing, belly bashing and saving your loved 
Ophelia from the evil dinosaurs and 
bogey men. Great fun. 


Dino City 

Irem 

Jap/us import 

Also known as Dino City, this is a mod¬ 
erately entertaining platform game with 
a couple of novel fea¬ 
tures. You control two 
a time, one a dinosaur 
and the other its human rider. The 
graphics are colourful and bright but 
there’s not much else to separate it 
from the madding crowd. 



characters at 


Dragon’s Lair 

Elite 

Official 

Striking platform slasher with some 
very nice graphics. It’s very unusual in 
appearance and the 
control method takes 
quite a while to get used to. Once 
you’ve mastered it though, you’re in for 
a nice treat. It’s just a shame it wasn’t a 
bit bigger though. 


91% 


Gods 

Mindscape 

Official 



A platform shootie with a few puzzles 
thrown in and some commendable 
graphic It’s just too 
samey to lift it above 

the crowd. 


Gun Force 

IREM 

US import 

Xardian clone with not much more to 
offer. Gameplay a bit too jerky with 
some complicated 
scenery to explore. 



tnd ot level guardians can prove very 
tricky especially with the wrong 
weapon. Sound effects average but 
the scream of death is a bit of an 
eye opener. 


Home Alone 

THQ 

US import 

Listen carefully, I shall say this only 
once. If you buy Home Alone, then you 


1 

2 

rjTJI are a very sick person. 
■^1^' You need help, lots of 

it and right now. It’s crap. No kidding. 


Do not buy it. Do not rent it. Do not 
stay home alone. 


Home Alone 2 

THQ 

Wish it was an export 

Remember what I told you about the 
first Home Alone game? Well, pay 
attention. Go home, 
j lock the doors, nail the 
windows closed and don’t go out. Even 
if somebody offers you this for free, 
run for it and tell the police. A total 
duffer with no redeeming features at 
ijll Thic ic a warnincr^ 


Hook 

Sony 

Jap/us import 

Although Hook can be slow at times, it 
still manages to keep you interested. 

The graphics are love¬ 
ly, with real depth and 
character and although the gameplay 
has been done fifty squillion times 
before, you’ll probably love it anyway. 



James Bond Jr 

THQ 

US import 

ALERT! Another THQ classic pile of 
rubbish this time graphically portraying 
the exploits of a little 
known boy called 
Bond. Naff gameplay naff sound naff 
everything. If you have done something 
wrong and wish to punish yourself then 
go ahead. Buy it... I dare you. 



Jerry Boy/Smart Ball 

Sony 


>ony 

Jap/us import 

After reading reviews in other mags, it 
becomes obvious that it hadn’t been 
H played properly. Give it 
^ time and you’ll find that 
the antics of a lump of jelly could be a 
most entertaining experience. This 
oozes playability from every pore. 


89°/ 


Joe and Mac 

Elite 

Official 

Spot on conversion of the Data East 
coin-op and a credit to the British team 
T%Wt who did the job. 
Hampered only by the 
limitations of the original, this Is an 
attractive and playable romp. Nice 
graphics, excellent sound and a whole 
load of gameplay. 





















Joe and Mac 2 

IREM 

Jap import 


A gorgeous looking semi-sequel con¬ 
verted from the arcade version. It’s 
funny and fun and quite 
quirky to boot. Have a 
bash as a Caveman Ninja and it’s just 
possible that you’ll never look back. 


82 
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Ka-Blooey 

KEMCO 

US import 

Q-Bert type Spindizzy affair that 
g an unknown cutesy 
character around small 
land forms detonating 
and disposing various types of bombs. 
Repetitive and sometimes a tad easy 
with average graphics for this type of 
game and Lemmingsesque music. 

Krusty’s Super Fun 
House 

Acclaim 

Official 

Krusty is a clown from the local TV 
station who specialises in showing vio- 
lent cartoon shows. In 
this game, you must 
rid Krusty’s Fun House of the rats who 
now Infest it. Classic platform action. 

Lethal Weapon 

Ocean 

Official 
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Playing as either Murtaugh or Riggs you 
have to tackle various missions against 
the clock. The missions 
are too similar though 
as you progress it improves. 

Magic Sword 

Capcom 

Jap/us import 

Oh dear, Capcom’s first duffer? Well, 
it’s not up to their normal standard but 
it’s by no means a 

_ ji, turkey. The graphics 

are slick and polished and the music 
and sound effects are brilliant. The 
problem Is, that the gameplay is incredi¬ 
bly repetitive and not very enthralling 
to begin with. Kind of like Black Tiger 
with all the good bits taken out. 


73“/ 


Metal Jacket 

Atius 

jap import 

Bloody hell! This game obviously 
slipped past quality control and straight 
into the shops. It’s a 
weak, scrolling plat¬ 
form blaster, sort of like Robocop on 
valium. Graphics look like an early 
Mega Drive game and sound effects fol¬ 
low suit. No need to spend any dosh 
on this, thank you very much. 



Mickey Mouse 

Capcom 

jap import 


Anything from Capcom means the seal 
of qualit y and good looks for the SNES. 

Mickey Mouse is no 
exception with fantas¬ 
tic worlds to explore and amazing 
graphics. One small winge might be that 
the game is a bit too easy to complete 
but you get your moneys worth there 
is no doubt. 


Musya 

Datam 

jap import 


At first, this looks a little like 
Castlevania. Sadly, it has little depth or 
scope and it becomes 
^ tiring. The graphics are 
well coloured, but poorly designed. 
Sound effects are tragic and the whole 
thing leaves a bad taste in your mouth. 


35'®/ 


Prince of Persia 

NCS 


jap import 

Utterly fabulous in every respect, this 
game has proved to be a perrenial 
office favourite. You’ll 
come back to it time 
and time again as the game Is absolutely 
huge. Masses of action and lush graph¬ 
ics are combined with one of the most 
atmospheric SNES soundtracks to date. 


Roadrunner 

SunSoft 

US import 


Cartoon capers with Road Runner 
evading the hungry coyote at the 
expense of everyone’s 
_ ^ patience. Great graph¬ 
ics, brilliant animations but let down by 
the control method. 


88 ®/ 


Robocop 

Ocean 

Official 


89'®/ 


The graphics In this game are fantastic, 
and the gamep lay, while fun is hindered 
by the difficulty level. 
It’s one of the toughest 
games we’ve ever had In. You can com¬ 
plete it though - well you can if have a 
Game Genie and infinite lives. For the 
toppest games players only. 


Skuljagger 

ASC 


US import 

Bizarre plot and dodgy graphics mask a 
simple and fa irly enjoyable platform 
l^t f’onip. Not much too It 
though and variety fans 
(aren’t we all?) will soon grow bored. 
Nothing drastically wrong with It, but 
then nor does it shine. 


Spanky’s Quest 

Natsume 

US import 

Vastly underrated and hugely enjoyable 
platform feast. Duff graphics and annoy- 
ing sound are more 
than made up for by 
the addictive and enjoyable gameplay. 
Don’t let the cosmetics put you off, this 
is a little gem. 



Super Castlevania 4 

Konami 

Official 


Quickly run out of superlatives very 
quickly as you try to describe the huge, 
sprawling and mind- 
lessly addictive nature 
of this game. Fabulous In every respect 
and very, very urmm.. Large. 


92 


Super Ghouls *n* 
Ghosts 

Capcom 

Official 








Nintendo and still one of the all time 


92 


greats. Fantastic graph- 
LL ics combined with 
creepy, orchestral music in this fabu¬ 
lous remix of the Capcom coin-op. 


Super Mario World 

Nintendo 

Official 


This game is synonymous with the 
greatest console in the World so it’s 
going to have to be a 
stonker isn’t it? As 
much fun you can get out of a car¬ 
tridge. Fantastic. 


95 


Tiny Toons 

Konami 

jap import 



One of the most fabulous games to 
wonde r into Super Action Tower. 

Gorgeous graphics, 
^ smart tunes and some 
unbelievable gameplay. 
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Xandra’s big 
Adventure 

Namcot 

Jap import 

Very attractive, but very easy, platform 
game with average graphics and often 
dodgy sound. It is good 
fun in the short term, 
’t take too long to finish 
and once you have, you won’t want to 
play again. 


but it shouldn 


SPORTS GAMES 

If you want to enjoy the great 
outdoors in the comfort of your 
own home then look no further. 
Become a sports star overnight. 

Augusta Masters 

T&E Soft 

Jap import 

Smart golf game from the experts, 
marred only by slow update and odd 
f graphics. The Japanese 

text can be largely 
ignored and once you figure it out, this 
is one of the better golf sims on the 
Super Nintendo. 


Baseball Simulator 
1000 

Culture Brain 

US import 


Reasonable Baseball simulator and let’s 
be honest. They’re all exactly the same 
really. Wiffy graphics, 
annoying tunes and 
someveryoull gameplay. However, if 
you like Baseball, you’ll probably love It. 


Bill Laimbeer*s 
Combat Basketball 

Hudsonsoft 

US import 

Based on an ancient Amiga game called 
Future Basketball, this one has been 
raised from the grave 
rather than pro¬ 
jerky, bland and utterly 
unimpressive basketball variant. Best 
avoided by people with any sense. 

Bulls Vs Blazers 

Electronic Arts 

US import 


grammed. It’s 



This is a flash and fast game that has a 
constant record feature. You can play¬ 
back the last 30 sec¬ 
onds at any time during 
the game. Great for for Speilbergs, not 
so hot for budding Jordans. 
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David Crane*s 
Amazing Tennis 

Absolute 

US import 


Fortunately for David Crane, this is 
amazing. The graphics are stunning, the 
I sound effects convinc¬ 
ing and the gameplay 
superb. Easily on par with Super Tennis, 
but almost identical in play. 


Extra Innings 

Sony Imagesoft 

US import 

This game takes the cutesy approach to 
baseball, with small round sprites bim- 
bling around In a most 
amusing manner. It 
actually plays very well and that, com¬ 
bined with rather attractive graphics 
and a good deal of smart music means 
that this is one of the better Baseball 
titles available. 



Fire Dodgeball 

SunSoft 

Jap import 


This Dodgeball business is very strange. 
It’s amazingly popular In Japan and it 
[TJJ# looks a bit like volley- 
ball. Other than that, 
this is a quite unremarkable title. 
Decent graphics, odd music and rea¬ 
sonable gameplay. Totally average. 


62 


Hat Trick Hero 

Taito 

Jap import 


82 


Fast and accurate conversion of the 
Taito arcade soccer game with slick 
r7]n|| graphics and decent 
^ sound. It plays brilliant¬ 
ly, especially in two player mode and 
would be faultless were It not for the 
fact that you can score every time from 
a secret spot on the pitch. Other than 
that, it’s great. 


Hole In One Golf 

HAL 


Jap import 

The first golf game available for the 
Super Nintendo and still one of the 
best. The overhead 
view of the course may 
not be as realistic as the polygons 
employed by other golf games but it’s 
effective just the same. Nice use of 
mode seven but some tragic music. 



The IREM Skins Game 

IREM 

US import 

Nothing to do with Hannibal Lecter, 
this is golf! Play for cash and thrill to 
amazing mode 
seven graphics. It’s 
actually great in play and the competi¬ 
tive aspect adds to the proceedings. 
One of the best all round golf titles. 


Jack Nicklaus Golf 

Tradewest 

US import 

Apparently realistic, yet painfully slow 
golfing Sim. The polygon graphics take 
an age to update, but 
they are very pretty. 
The power meter could have been bet¬ 
ter too and the whole thing is just too 
unweildy to be recommended. Better 
try Hole in One or Irem Skins. 

Jimmy Connors Pro 
Tennis 

UBI Soft 

US import 



A great tennis game with loads of 
options. Whizz around the world play- 
ing on various surfaces 
jj in your attempt to 
become the number one seed. Not 
quite as good as Super Tennis but 
worth a look. 


89®/( 


John Madden’s 
Football 

Electronic Arts 

US import 

Super Nintendo conversion with none 
of the flair or style of the original. It 
looks, sounds and plays 
^ very badly indeed and 
was massive disappointment for fans of 
the Mega Drive game. Totally stinky. 


John Madden’s 93 

Electronic Arts 

Official 

Electronic Arts make ammends with 
this hugely improved revamp of the 
first SNES Madden’s. 
Graphics are slicker, 
music is better and gameplay is much 
better. A smart and playable title with 
lots to recommend it. 


78®/. 


Kick Off 

IMAGINEER 

Official 

Amiga owners will relate to this as it is 
a vast improvement on their version. A 
R"!® complicated and hard 
game that has both 
depth and lasting appeal. Graphically, it 
isn’t much actually but that isn’t the 
point as it isn’t trying to break any new 
ground. An essential purchase. 
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NBA Allstar 
Challenge 

LJN LTD 
US import 



A one on one game for any basket 
cases. T here are five different games to 
CTT^fiTi play and it all makes 
^or gripping stuff. The 
graphics are excellent with amazing 
relections and fast action. Not really a 
patch on NCAA below but it should be 
seen as a different game entirely. 


NCAA Basketball 

Nintendo 

US import 


When this game came in the office 
everybody was transformed in to hi-top 
wearing giants. The 
sound is smart, the 
graphics are good but the gameplay in 
amazing. Total addiction. 


NHPLA Hockey 

Electronic Arts 

Official 


Almost a direct copy of the Mega Drive 
version and i t shows, what with jerky 
flT/ graphics and small 

_ sprites. Good gameplay 

though with plenty of options and the 
classic head to head. Added features 
include fighting and the “look what I 
did” action replay. 


Nolan Ryan’s Baseball 

Romstar 

US import 

Exactly the same as most other baseball 
games, but w ith decent graphics and a 
smart soundtrack. 
Reasonable stuff and 
you’re spoiled for choice. 


Pebble Beach Golf 

T&E Soft 

US import 

More 3D golfing antics, this time with a 
real life, world famous course recreat¬ 
ed for your delight and 
delectation. Nice look¬ 
ing, a bit slow, naff music and otherwise 
exactly the same as all other golf 
games. T&E Soft are rapidly improving 
as their knowledge of the Super 
Nintendo grows. Look out for further, 
better games from them in future. 



PGA Tour Golf 

Electronic Arts 

US import 

By far the worst golf game on the 
Super Nintendo and we were all 
expecting it to be the 
best. Duff use of mode 
seven and some very poor screen 
update mean that this is just too slow 
and unattractive to be playable. A big 
surprise from the otherwise excellent 
Electronic Arts. 

Pro Soccer 

Imagineer 

Jap import 

Very poor first attempt at converting 
Kick Off to the Super Nintendo. Crap 
graphics, duff sound 
and no playability. 
Fortunately Imagineer have made 
amends with a conversion of Kick Off 
2. Steer clear of this though as it bears 
little In the way of resemblance to its 
computer counterpart. A shambling 
wreck of a game. 

Roger Clemen’s 
Baseball 

LJN 

US import 

Roger who? Never mind - a difficult 
simulation to pull off and I’m afraid this 
has not been well 
WJSmjUkL translated. Attempt 
league, or two player matches. 
Catching lacks correct perspective so 
be warned, it’s a case of jump and hope 
for the best. Pitching is easy enough but 
be warned that your man on the 
mound gets mighty tired after a few 
select fast balls. The graphics aren’t 
amazing but are adequate for the job. 

Space Football 

Triffix 

US import 

A strange looking variation on the 
Ballblazer theme, with spooky mode 
seven graphics and 
rather odd 
music. Not bad, especially in two player 
mode but by no means a classic. 
Opinions differ wildly about this game 
and so I'm afraid your best bet is to try 
before you buy. 




Super Bases Loaded 

Jaleco 

US import 


i^iore Daseoaii reiatea action, tnis time 


from Jaleco an d again, not much In the 
P way of innovation. Bat 

_ ball, catch the ball. 

Run around a bit. You know the score. 
Average graphics and annoying sound 
do nothing at all to aleviate the incredi¬ 
bly tedious gameplay. Better try some¬ 
thing else, this Is poor. 
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Super Batter Up 

Namco 

US import 

It was a bit of a surprise to discover 
that the norm ally professional Namco, 
had turned out a poor 
effort like this. It’s stu¬ 
pidly easy to hit the ball and almost 
Impossible to miss it. Swing wildly and 
you'll still be a baseball hero. 

Super Birdie Rush 

Data East 

Jap import 

Amusing little golf game that plays in 
much the same way as Neo Geo golf. 

Generally good but 
there are much better 
golf games available. Try Irem Skins for 
a bit of a laugh. 

Super Bowling 

Athena 

US import 

No fun at all for a single player, yet 
hugely enjoyable with a couple of pals. 

I Great graphics and 
sound but just a little 
too easy in the long run. 

Super Cup Soccer 

Jaleco 

Jap import 

Not very stunning at all as you guide 
some rather shakey footballers around 
I a badly scrolling pitch. 
Not at all spectacular 
and very easy to avoid. 

Super Play Action 
Football 

Nintendo 

US import 

A huge manual supplies the tactics and 
tips for play so be warned you can’t 
just jump In and get to 
grips with this one. 
Graphics and sound pretty average but 
then this reflects most sports sims. 

Super Soccer 

Nintendo 

Official 

It looks a lot better than it actually Is, 
but this game does play a very nice 
game of football. Good 
graphics, ace music and 
lots of playability. Players moving “up” 
the pitch do have a huge advantage 
though, as the action is mostly 
obscured by the net. 

Super Tennis 

Nintendo 

Official 

Still the best Tennis game available for 
the Super Nintendo and indeed, on any 
machine ever. The 
computer plays a chal¬ 
lenging game, but this really comes into 
its own in two player mode. Great 
graphics and realistic sound. 




92% 


a P R I L '93 

SUPER acTion 


























MONTH’ 

SUPER ACTION 

CD ROM JUST AROUND 

THE CORNER? THE LATEST 

GAMES REVIEWED INCLUDING 

THE ADDAMS FAMILY II THE TERMIHATOR LOST VIKINGS 

UP TO THE MINUTE NEWS AND PREVIEWS 

IF YOU CAN’T READ THIS GET YOUR EYES TESTED 

IF YOU AREN’T READING SUPER ACTION - GET YOUR HEAD TESTED 






WIN SUPER NINTENDO 
+ STREETFIGHTER 2 
All the arcade action 
in your own home! 


strkumrter 

JdY^CK 


NFRA RED lOVSTICK 

Your choice! The 


0839 404097 


control of the arcade 
mach1|ie or tillable 
^ee infra r^d 


ACTION REPLAY 
FOR YOUR 
MACHINE 

Infinate power, infinate 


0839 40409S 


lives, become invincible 


HARLEY DAVIDSON GEAR 

Own a Harley Davidson leather 
jacket - worth £500 


0839 404098 


MEGA DRIVE * 
+ SONIC 2 
D GAMES 

graphii|s, games! j 
re Mega^l 


0839 404099 


0839 404091 


WIN A MICA A600 OR 

wiN«a*o 0830 404000 

^ WORTH OF GAMES wO •WIP'WIPIFIP 

0839 404094 J Run riot in a game 

store! 

IMS Ltd, P.O.Box 28, Northampton NNI 5DS 

Calls cost 36p (cheap) 48p per min (all other times) per min. Max call time 7.5 minutes. 

Multiple choice questions, with decider. Please be sure that you have permission to make this call. Ends 

31.6.93. Nintendo, Sega, Amiga, Streetfighter 2, Sonic 2, Action Replay & Harley Davidson are all registered trademarks of their respected companies. We are not related or endorsed by them. 


0839 404090 


0830 404004 














Nintendd 


A multi-level shoot 'em up based on-a^edtl;^M 
movies. You can choose to be either cmof the two. 
each having his individual ^rengths^|^:vffiak^ 














































